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COPYRIGHT NOTICE 

This software and manual are Copyright 2005 by Egosoft and Enlight 
Software Ltd. Aii rights reserved. 

Software and manual may not be copied, reproduced, translated or reduced 
to any electrical medium or machine readable form, in whole or In part, 
without prior written consent from Enlight. 

Most hardware and software labels In this manual are registered trade- 
marks and need to be handled as such. 

HEALTHWARNINGS 

Some people experience epileptic seizures when viewing flashing 
lights or patterns in our daily environmentThese persons may experi- 
ence epileptic seizures while watching TV pictures or playing com- 
puter games. 

Even players who have never had any seizures may nonetheless have 
an undetected epileptic condition. 

Consultyourdoctorbefore playing computer games if you, or some- 
one of your family, have an epileptic condition.lmmediately stop the 
game, should you experience any of the following symptoms during 
play: dizziness, altered vision, eye or muscle twitching, mental confu- 
sion, loss of awareness of yoursurroundings, involuntary movements 
and/or convulsions. 

TECHNICAL SUPPORT 

For technical difficulties regarding X3: Reunion, please contact us at: 


E-Mail: support@>enlight.com 
Enlight Website: www.enlight.com 
Website: www.egosoft.com 


.ENUGHTI 


IMPORTANT NOTE 

Please visit the Egosoft website where you can find information that may 
not of been avaitableat the time of printing of this manual. 
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The End of the Beginning 


With the shock of the last destroyer’s explosion still shaking the ship, the 
battle was now over; gripping the, controls he strafed the ship into a slow 
swoop past the wreckage and towards the sun. Dropping the throttle 
down, he looked out of the cockpit, and surveyed the wondrous site that 
lay before him. 

He remembered all the time and effort that he had put in to getting here; 
the fortune, empire and fleet that had been built to achieve this moment. 
His heart lifted, with a wave of emotion as he realised that despite all he 
had done, nothing could compare to the ultimate prize. 

System Requirements 


Minimum 

Microsoft* Windows' 98SE,ME,2000,XP 
Pentium* IV (or AMD* equivalent) 1.7 GHz 
S12MB RAM 

128MB 3D DirectX 9 compatible card (not onboard) with Pixel Shader 1.3 

support 
Soundcard 
2GB free disk space 
DVD-ROM drive 

Mouse + Keyboard or Joystick (Optional support for force-feedback) or 

Gamepad 

Recommended 

Microsoft* Windows* 98 SE, ME, 2000, XP 
Pentium* IV (or AMD* equivalent) 2.4 GHz 
1GB RAM 

2S6MB 3D DirectX 9 compatible card (not onboard) with Pixel Shader 2.0 

support 

Soundcard (Surround sound support recommended) 

2GB free disk space 
DVD-ROM drive 

Mouse + Keyboard or Joystick (Optional support for force-feedback) or 

Gamepad 




Installing X3: Reunion 


IMPORTANT 

X3i Reunion requires Microsoft* Windows* 98SE, Windows* Millennium 
Edition, Windows* 2000 or Windows XP. 

1 . Quit all other applications and insert the X3; Reunion CD-ROM into your 
CD-ROM drive. 

2. If Windows is set up to use the CD AutoPlay feature, X3; Reunion will 
automatically display Its installation screen. If Setup does not run 
automatically, then proceed to Step 3. 

3. From your desktop, double click My Computer. 

4. In the My Computer window, double<lick the CD-ROM icon. 

5. Double-ClickSetup. Setupwillguideyouthroughthe installation process. 

Save Games 

Your saved games can be found in your "My Documents\Egosoft\X3\save" 
folder and will be numbered X00.sav... X25.sav. These can be backed up to 
another folder if you wish to preserve game positions. 

To Uninstall The Game 

From your Start menu - [Startl-(Program File$)-[Egosoft]-[X3 - Reunion] 
and select 'Uninstall X3' Open your windows Explorer or Right click on 
[My Computer] and select Explore Delete the C;\Program FilesXEGOSOFT 
folder (make sure your save games are backed up as above) 

ONLINE REGISTRATION KEY 

Your unique registration serial code is printed on this manual. Use this key 
to register online at the official X3 website; http://www.cgosoft.com/x3/ 
register/ This will allow you access to various features from the official X3 
website and entitles you to technical support and any enhancements or 
patches created. 

Note: Registration does not require and personal information to be entered. 

Registration will provide you with the following benifits; 

Technical support forums 
Script and Modding forums 
Bonus downloads area 
Updates and patches 
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Troubleshooting 

Please view the Readme file on the game CD for the latest information. 

- AA Is a short for Anti-aliasing, which Is basically a technology to smoothen 
the edges of 3d objects in a higher resolution than the one the picture is 
rendered In. X3 uses two times AA that means the resolution is doubled. 

Many graphic cards allow you to enforce higher levels of AA for all games 
by changing the settings of the Graphics Driver itself- Beware however 
that this can significantly slow down the game while not improving the 
visual quality a lot in resolutions above 800x600. 

- Real-time shadows. X3 can render shadows for objects dynamically. This 
means a spaceship for example casts a shadow away from the starlight 
and even rotating objects project shadows across other objects. This feature 
requires a very high performance from your graphics card and should 
only be turned on Direct X 8 compliant graphic cards or higher. 

- Bump mapping; X3 uses multiple layers of high quality bump maps to 
significantly Improve the visual appearance of all objects. Without bump 
maps the game will look far less detailed. For this reason bump maps are 
turned ON by default on all graphic cards. Turn this feature off only on 
low-end graphic cards as a last resort to improve performance! 

- Automatic Quality Control: AQC is a system that attempts to keep the 
frame rate of the game above a certain minimum by reducing visual 
quality gradually. Leave AQC turned on unless you have a very high-end 
system and think X3 Is running smooth no matter what is being displayed 
on the screen. 

If you are still suffering low frame rates on your machine then for maximum 
performance while playing the game you should stop any background 
tasks i.e. virus protection, Instant messengers and any other programs that 
are unnecessary during game play. This may also include active connections 
to networks and or the Internet. 

Some tips to adjust your system to a good performance in order of 
Importance: 

- Turn on shadows only if you have a CPU above 2.4GHz and a DX9 graphic 
card (e.g GeForceFXS900 or Radeon9800) 

- Turn on antialiasing (AA) In the game settings only If you have a 0X9 or 
a high end 0X8 card OR if you are playing at a low resolution (800x600). 


Install latest drivers and make sure nothing is running in the background. 


- Turn on Bump mapping. (Unless you have a card with no hardware T&L 
support. However most players can enable Bump mapping with no adverse 
effects- Bump mapping Is still a very cost intensive feature on older cards 
(GeForce especially MX models) and If you are still unhappy about the 
frame rate after following the above steps turn it off. 

- If your frame rate is inferior no matter what graphic settings you use, you 
may be running low on physical memory (RAM). Free up RAM by closing 
whatever may be taking up memory (other programs, HD cache, spyware, 
etc.) or (the expensive solution) install additional RAM. Memory will not 
affect performance significantly above 512MB and not at all if 1GB or 
more of RAM is installed. 

Starting the Game 

1. From the Start Menu, point to Programs, point to 
Egosoft,and then point to X3; Reunion. 

2. At the initial start up screen, you may change some 
basic settings, such as Screen Resolution and other 
graphics settings. It Is recommended that settings 
such as Anti-Aliasing be selected here rather than on 
your graphics card settings. You will also get the 

chance to alter some of these from within the game. You will have the 
chance within the game to change your mind on Anti-aliasing, Bumpmaps 
and Shadows, as well as other options. 

3. EAX - stands for Environmental Audio Extensions. 
This Creative Labs technology provides an improved 
audio experience including special audio effects such 
as'occlusionTYoucan read more about it on the pages. 
httpY/eax.creative.com 


4. Ignore last settings and start with default - Is an 
the game start options to their default settings if you 
experience any start-up problems. 

5. Run as Benchmark - will provide you an output of a FPS (frames per 
second) performance measurements of the game. 

6. Click Start X3. You may skip the opening sequence by pressing the (Esc) 
key if you wish. 



option for resetting 



NoteiThegame name will have the version on the above start-up screen, 
which will be relevant to any upgrades that may be available. 


7 



X3: Reunion Users Manual 




Getting Started 

It is recommended that you at least play through the ftrst tutorial whether 
you are new to the X-Universe or' not, before progressing into the game 
proper. There Is a step-by-step guide to the first tutorial In the flight manual 
section. 

Otherwise pressing START will start a new game from the beginning. If you 
have a save game, then you should select LOAD Instead. 

From here, you will be taken through the first parts of the story line in X3: 
Reunion. You will meet one of the main characters and they will help you 
to get started. Once you've finished your Introduction to the plot, you'll be 
flying your new ship In no time at all. 

From this point on, it's all up to you. You can follow the plot or go off and 
have an adventure. You can jump in and out of the plot, as you don't have 
to respond to the requests immediately. This will allow you to start building 
your resources by trading, fighting and exploring the universe, as parts of 
the plot may require considerably more from you than what you start 
with. A little tip; you can resume the plot any time during your travels, as 
people will wait until you are ready, and in case you forget they will send 
you a reminder message every now and then. 

Keys, Controller settings. Profiles and Menus will be detailed in the following 
sections or you can jump to the Main Menu If you are very familiar with 
the X series already though It Is advised that you familiarise yourself with 
the controller profiles. 

With such an open ended X universe, many have joined the very extensive 
and helpful community online at Egosoft, exchanging their experiences 
and have taken their games even further. Join the community in the X 
Universe at http://www.ego$oftcom/ 
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Quick Menu Keys 

The Quick Menu provides quick and easy access to the various commands 
that you require. You can access all other menus using the same commands, 
either with your M.O.U.S.E or by ship data interface. 

Pressing Esc on your ship data interface will bring you back one level, 
pressing it again will do the same. Once you have pressed Esc twice you 
will now be at the main menu. You can also use the down arrow to go back 
to the previous menu; this serves as an alternative to the Esc key. You can 
use the arrow keys to quickly navigate the available menus. 


To access the Quick Menus press 
the Enter key on your ships Data 
Interface. You will now see an 
Information Panel appear, labelled Main Menu. 



that Statistics Is currently your selected option. 


After selecting Pilot, and 
highlighting Statistics you will see 
it Is slowly pulsing. This Indicates 




By Pressing Esc and then from the Main Menu Select 
Ship and you will see the Ship menu. 


4 4 t « *4 Q HD 


Pressing Esc again and selecting 
Options from the Main Menu you 
will see the game options which 
will allow you to change the configuration of your data interface form the 
Controls menu. 


As you will see the 
Main Menu will 
change when you are 
docked at a station, as will the menu options that are relevant to what you 
may want to do. 



By selecting Trade for instance, you can then go 
to the Bulletin Board for News, Missions or even 
use the Barter system to change what you have 
in your cargo bay for some other wares. 
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INPUT CONTROLS 

Controls - Cockpit Controls 

<Joystick> Steer ship or turret 

<Mouse> Steer ship or turret 

Joystick Z> Roll ship 

<Throttle> Ship speed control 

Game - Flight Controls 

<Cursor Keys> Steer ship or turret 

<Q/E> Roll ship left or right 

<Z/X> Ship speed control 

<Tab Hold> Boost Speed to max 

<Backspace> Brake to zero speed 

<U> Toggle autopilot on/off 

Autopilot In main monitor: dock at 
targeted station, fly through targeted 
gate, follow targeted ship. 

<Shlft 0> .Command ship to dock at 

target or fly through gate 


<SNftM> ChangeGravIdar 

mode (view range) 
<Shlft E> Eject from or enter ship 


(distance within 50m of ship) 

<W,A,S,D> Strafe movement of ship 

<E> Command console selected ship 

Weapon controls 

<L Ctrl>.Fire lasers from aaive cockpit 
<K> Change laser targeting mode 


<M> Select/cycle missile type 

<1,2,3,4> Change laser In bay 1- 4 

<L> Launch missile 

<G> Weapons Menu 

<LMB> Fire lasers of active cockpit 


<Joystick FIRE> Fire lasers of active 

cockpit 

Targeting 

<T> .Target to object under cursor 

<E> Enemy mode: Nearest enemy 

<PgUp/PgDn> Target next/ 

previous ship 


<lns/Del> .Target next/previous 

player ship 

<Home/End> .Target next/previous 

enemy 

Information 


<l> .Target info menu 

<U> .View details of selected 

<S> Shipinfo 

<p> Pilot information 

<.> Seaor map 

<,> Universe map 

<G> Show selection on Galaxy 

Map 

<R> Owned Property 

<L> Message Log 

Commands & Management 

<Shift C> Command console of 

current ship 

<M> Rename object 

<Shlft 6> Command wingmen: 

Attack target 

<Shlft7> Command wingmen; 

Protect me 

<Shlft 8> Command drones: 

Attack Target 

<Shlft 9> .Command drones: 

Protect me 

Ship & Stations 

<c> Comms, communicate with 

target 

<u> Station details 

<d> .Trade with station 

<b> Read BBS entries 

<t> Bartergoods 

<|> Landed ships 

<n> Owned ships 

<x> ...Change ship 

Freight 

<F> Freight menu 

<0> Open/close freight bay door 

<?> Freight exchange 
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Upgrades 


Menu 


<J> 

..Use SETA time accelerator 

<Esc> 

Skipcut scenes, skip 

<ShiftJ> 

Activate Jump Drive 

docking/departing maneuvers 


(repeat to cancel Jump) 

<Enter> 

Select Option 

<Shift D> 

rV\rUnn C nmpntAr 

^1 Irts 

^rrrtll 1 In 

<AltMMB>. 




goggles 

<Left> 

Scroll Left 

<5> 

PACt ceMinn Inramr 







<6> 

.....Toggle Ecliptic projector 

<PgDn> 

Scroll page-down 



<Home> 

Empty selection 

Interface - General 

tf'Miim AnfAr'k Main MAnii 

<End> 

Fill selection 

<RETURN>. 

Bring up main menu or 

<Mousewheel>... 

-Control menus 


select menu entry 

<Shift Mouse> 

Control Menus 

<ShlftO> 


<POVhat> 


<ShlftO> 

Options menu 



<Shlft L> 

Load game 

Editing 


<Shift S> 


<Del«t«> 



salvage Insurance 

<Backspace> 

Backspace 

UArriA 

<RMB> 

Toggle mouse cursor 





Archival 


View Controls 

<ShlftR> 

Recording on/off 

<F1 hold> 

.Switch back tomain cockpit 

screenshot These pictures are saved 

<F2>....Switch monitor to external view 


into your 

<F3> Show current target of ship or 

tMyDocuments\Egosoft\)(3\Screenshotsl 


scale up mini monitor 


folder. 

<Shlft H> 

Toggle Gravidar off 



<F4> 

Switch to next monitor 



<F4hold>....Switch back to main monitor 



<F5> 

..Toggle all monitors on/off 



<Shift 1-5>. 

Map monitor to target 



<Num +/->.. 

Camera distance in 




external view 



<Num 0> 

Cycle camera modes: 



relative, absolute, cinematic 



<Num5> 

Default view 



<Num 1-9>.. 

Lookaround 




(cockpit/external view) 



<POVhat>.. 

Lookaround 




(cockpit/external view) 
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Maps 

<Num4> Move cursor left 

<Num 6> Move cursor Right 

<Num8> Move cursor Up 

<Num 2> Move cursor down 

<Num 7> Move cursor up and left 

<Num 9> Move cursor up and right 

<Num 1 > Move cursor down and left 

<Num 3> Move cursor down and 

right 

<lnsert> Change mapaxis 

<Hom«> Zoom Mapin 

<End> Zoom Map out 


Extensions 

<None>....MIc1 englrte Booster control 

Factory Positioning 

<lns> Change toZ Axis 

<lns,2,8) Afterlnsuse2&8to change 

elevation 

<1,3,7,9> Change orientation of 

station 

<2,4,6,8> Position station on grid 

<Home/End> Zoom in/out at 

factory position 


Additional hotkeys 


<ShiftP> Pause game 

<A-Z> Select sector in 

universe map by last letter 

<1-9,0> Select amount in trade menu 

<H> Help screen? 
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Controller Profile Configuration - Controls Menu 

In the game it is now possible to map the controller buttons and keyboard 
keys to a range of actions. The same keys can be used again irt different 
modes, (Flight, Docked and Map movement). 

You can create different Profiles, and switch between them for different 
types of game play. The profiles can also be renamed and made the default 
profile when the game starts. They can be accessed from the Quick Menu 
[Game] [Options] [Control] 

Creating a New Profile 

This option allows you to create a profile by giving it a name; then editing 
the Controls, Game and Interface tabs. 

In these tab’s, controls can be configured for each action. If you want just 
one control for an action, remove the original control first, and then add a 
new one. If you add a control that is already assigned, that control will be 
removed, so it is important to check all the controls before you save. For 
certain controls that are locked the "apply" button will be disabled for keys 
and controls for the main menu that cannot be unmapped. 

After you have changed all the control settings, they can be saved to the 
profile. Additionally the profiles can themselves be organised via; Switch 
Profile Default, Save Profile Default, Rename a Profile and Select Default 
Profile. This ability to switch and manage your profiles makes it possible 
for dedicated a 'Fight; 'Trade' or Battle controller profiles. The three main 
profiles are the "classic" profile, a "WASO" profile, and an "enhanced" profile. 
The enhanced profile is the same as the classic profile, but updated to be 
more logical for X3. 


Ship Control (Joystick/Mouse/GamePad) 

You are free to use anv 

2; Select rocket - ..j y Q Combination of the flight 

Hoidtoiaunch Control methods that suit your 

3;2oomtocwt«r--^ Al Style best. The following 

4; AcUvata SETA lime dOoeldfdBon' ■ / .u j r il 

6; Select naxi monitor ) \ diagrams show the default 

6;Seiectnext- ‘ settings and these may be 

7: Preidous target- - . further configured or adjusted 

.Hold for auto enemy target ^ j , 

SiNexttarget y' / ^ ' depending on your model(s). 

+taid ter euto target-^ , Please consuit your 

manufacturers documentation for configuring your input devices. Note 
that the POV "hat" can be used to navigate the menus if you have one 
available. 
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The Mouse operates in two 
modes, Normal mode and Menu 
mode. You can enter the Menu 
mode by clicking the RMB (right 
mouse button). Use the Wheel 
to navigate the menus and the 
LMB to select. Press the RMB 
again to exit the current menu 
and return to the previous menu 
or, If you wish to exit the menu system altogether, press and HOLD the 


RMB. 
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Lift (hidcMn «l rroni ol CP) — ' 
- Top X ec ol T oW 
• BoKom: 0*c«)*r*t* 

Loft NEWS 

Mpddio Loft. Opon Cirgo — 

Middio Right' Zoom 

Loft Rockor Amr Strofo Ship - 
MMo Bottom: Aelivoto SETA 


Right (hidOon ol front of OP) 

• Top: PlfO 

• Bottom: Noxt Enomy 
Right NEWS. 

N Torgot 

- E: Dock At Torgoh 
•W SolociMiOOUo 

- S: LMiCh Mooko 

Right Rockot Arm RoCoto Ship 


The Options Menu 

The Options Menu is accessed within the game 
by pressing quick menu <return> [Game] 
[Options]. This enables you to change some 
features, such as Graphics, Audio, Controls, 
Gameplay and the Monitors. 


GRAPHICS 

Menu Shade 

Changes the shading on the menus. 

Fast Menu Control 

The Fast Menu Control option changes the key repeat behaviour in menus. 
Specifically, enabling the option decreases the delay between when you 
first press a key and when it begins to repeat, and increases the rate at 
which the repeat occurs. 

Gamma 

Changes the brightness level within the game 

3D:text 




SDBumpmaps 

Bump mapping uses multiple layers of high quality Bumpmaps to 
significantly improve the visual appearance of all objects. 

3D Particles 

3D particles produce a wide range of effects from natural smoke and 
explosions 

3D Antialias 

Use Postprocess Filter 

Postprocessing is how some effects are implemented in the shaders, if you 
have performance issues with slower/older graphics cards you can disable 
it 

Use Pixel Shader 

The pixel shader provides control over the way each individual pixel is 
rendered; this option should only be used if you graphics card supports it, 

3DAQC 

Automatic Quality Control is a system that attempts to keep the frame rate 
of the game above a certain minimum by reducing the visual quality 
gradually. 

3D Cache 3D Data 

The 3D Cache option causes the 3D models that represent objects in the 
game, such as ships and stations, to be retained in memory when you 
change sectors. This means that they have to be loaded from the hard disk 
less often and can improve the overall performance of the game. Keeping 
the models in memory does take up some system RAM, so it will only be 
useful if you have plenty to spare. If you have at least 256Mb of RAM 
(perhaps a little more if you are running WinXP) then you will normally 
find it beneficial to switch this option on. 

AUDIO 

■ Volume: Effects 

Change the volume of in game sound effects. 

Volume; Music 

Change the volume of in game music. 
Volume:Voice 

Change the volume of in game voices. 
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Show Subtitles 

Toggle the subtitles on or off for In game announcements or dialogue 

Verbose Ship computer 

Can be toggled to turn off the cockpit voice. 

GAMEPLAY 

■ SETA Factor 

Importantly allows the increase or decrease of how 
much SETA actually speeds up time. The default 
setting is 6x and it can be increased to 10x. For 
players with systems relatively close to the minimum 
specification, If the game slows whilst SETA is 
engaged, try reducing the value here. 

Gravidar 

Changes the scale of the radar In the cockpit. The default setting of Auto 
will adjust the view according to how close objects are to you. Players 
managing a large fleet in the same sector or players stuck in very close 
combat may find changing the values to a fixed range very helpful. 

CrosshairType 

Select from a range of Cross Hair Types 

Auto. Save at Stations 

When you dock with a station the game can auto save, allowing you to 
retrieve one of the last three auto saves in addition to your own saved 
games. 

Show Warp Tunnel 

When you ship jumps between sectors you will see the warp tunnel 
transition, you can toggle this on or off. 

Respawn Pirate Bases 

If you fall out with your local pirate base station and decide to remove the 
problem, by blowing It up, this toggle option will make sure a new station 
is respawned in a random nearby sector. 

Confirmation of Eject 

This toggle option will present you with a confirmation of your decision 
to eject from your ship. 

Mission Log 

When you have completed missions or cant remember what the instruction 
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was to complete a task, the log will keep a record of your messages here. This 
log should be cleared out every now and then, as large mission logs will add 
a small delay In loading a save game. 


Monitor Layout 

Will enable you to position your in-game 
monitor on your screen, whilst Show Monitor 
toggles the default on and off. Active Monitor 
enables you to pick which monitor view you 
desire. 

Show Monitors F5 

By pressing the F5 key you can toggle on and off the Monitors, 

Active Monitor F4 

Here you can change the active monitor shown. 

Default External View Mode 

Allows you to toggle between Auto and Manual. The Manual setting will 
allow you to rotate the view around your ship using the keypad numbers. 

Monitor Mapping 

Allows you to select exactly what appears on your monitors when you 
bring them up. 


New Game 

The first three games start with the plot storyline 
enabled and the main character, 21 year old Julian 
Brennan,. You can jump in and out of the plot, as you 
want to, this gives you time to think about your game 
strategy, and how you will build up your trade and 
fight ranks. 

The starting levels set the difficulty which only affects your starting credits 
upgrades and which equipment are available on your ships; It has no 
effect on the rest of the game play. If your goal is to obtain X-Treme ranks 
(Fight, Trade and Race Ranks section), you might want to start the game, the 
way you want to end it, as X-Treme. 



MAIN MENU 



MONITORS 
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Julian Brennan 

f Main plot player character 

Normal 

Difficulty; Average 

Jump right In to the action and discover the exciting events 
that are brewing in the X Universe. Trade your way to wealth, fight off your 
ruthless foes and build a lasting legacy. 

Quickstart 

Difficulty: Easy 

Wield the developing power of your fledging fleet and face the X universe 
head on. You are well equipped for your journey, but there may be 
advantages to doing it the hard way. 

X-Treme 

Difficulty: Hard 

Conquer a harsh and unforgiving universe with the pure power of your 
will. Struggles will present themselves at every turn. Even your enemies 
loathe you with an unusual intensity. 

■ Aspiring Explorer - Gil Weamond 

Difficulty: Average. Akira Jon. Species Argon. Argon Prime, 1 2,000c, MS 
Discoverer. (1003)You have the tools and the passion to discover the 
riches of the myriad worlds around you. Follow your lifelong dreams 
and uncover the mysteries of the X Universe. 

Humble Merchant -Neol Halter 

K|| DifTiculty: Not all that hard. Hari Gul Species Argon, Argon Prime, 
9,500c, TS Mercury+ MS Discoverer. (1004)Leverage your business 
skills to master and dominate the trade lanes. Amass the ultimate 
fortune and spread the fingers of your empire to the far reaches of the 
stars. 


^ Bankrupt Assassin - Lot'Sht 

Difficulty: Most assuredly hard. O'ren Rock Species Argon, Family 
Pride, Oc, M3 Split Mamba. (lOOS)Your combat skills are formidable, 
but your bank account is not. Your capacity for destruction is your 
only tool for clawing your way above the rest of the world's petty scum. 

Custom Game 

Start your own universe with none of the above-defined game styles; this 
game will not have the plot storyline, except for the one you create in your 
own X Universe. 
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Galaxy Editor 

This is for dedicated fans that wish to produce and load custom universes. 


Continue 

When you want to continue with a saved game, this menu seiection will 
list your saved games. (These files are located in your 
(MyDocuments\Egosoft\X3 ReunionXSave] folder. 

Simulator 
Training Simulator, 

Basic Steering, Docking and trading. Station Building Economy Simulation. 

PilotTest Combat 

Test Level 1, Bonus Scenario 1, Capital Ship Combat, Bonus Scenario 2. 

Options 

IMPORTANT NOTE: The screen resolution cannot be changed from within 
the game. If you wish to change the resolution, it should be done at the X3: 
Reunion start up menu as described in the Starting The Game For The First 
Time section. 

This will allow you to adjust several settings within thegame. Video will 
allow you to change some of the in-game features such as Bumpmapping 
and Shadows. Sound enables different surround soundandstereooptions. 
Controls enable different control set upoptions. 

Movies 

Want to show that preview movie to friends, or need a big in game screen 
saver while you rest and recuperate in between missions and battles? 

Quit 

Quits the game, but do you really want to? 
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TERRACORP SPACE-FLEET PILOTS MANUAL 

Welcome space pilot toTerraCorp,you are now a member of the largest space 
fleet in the whole of the Argon controlled territories. TerraCorp is a family. 
Every ship you meet will greet you with the warmth and companionship that 
only our beloved Corporation can give you. Be sure to act in accordance with 
company policy and be courteous to your fellow travellers as I am sure they 
will be to you. 

You will find In these pages the basic flight controls of your craft that are 
based upon the "unified flight control" systems of your very own TerraCorp. 
This enables pilots to easily move from one ship class to another retaining 
some familiarity with the control mechanisms 

Read and learn these well for knowledge of the Universe is of great 
Importance, especially If your travels take you outside of Argon controlled 
space. Good profit to you and in the words of our founder "Never travel 
empty. A journey without profit is a journey with no purpose." 

Terracorp -The History 

Capt. Kyle William Brennan, arrived, in his experimental gateless jump ship, 
Into the X universe after an accident, which took him far beyond the 
frontiers of earth. Kyle was then instrumental in the attack on the Xenon 
mothership, almost bringing the Xenon race to extinction, his heroic deeds 
were recognised by naming of the sector Brennan's Triumph. 

As time went by his well-earned credits allowed him to create Terracorp as 
an extension of himself to finance his research and find a way home to 
earth. While he was deeply involved in the tracing of the AP Gunner he 
learned about is long lost son, then known as Julian Gardna. Both of their 
lives became entangled with the destructive force inflicted by the Khaak 
over the next two Jazuras. This resulted in Kyle ending up in a coma and 
Julian Brennan discovering that his valiant role in stopping the Khaak 
threat came with the heavy price, the brave sacrifice and death of his 
closest friend Bret Serra. 

In response to the Khaak attacks In these two Jazuras all the races in the 
universe have invested heavily in improving their technologies while 
replacing their ships and stations. There has been the additional benefit of 
newfound cooperation between some of the race scientists, producing 
greatly enhanced shield and swarm missile innovations. Many shipbuilders, 
under new pressures never faced since the Xenon war, have woken from a 
development slumber to produce stunning innovations and new ship 



models, to meet the overwhelming demand produced by the Khaak waves 
of destruction and by others taking advantage of the chaos. 


As the universe approaches the end of 2936, Julian having lost all of his 
factories and most of his ships to the Khaak, now has to consider Ban 
Danna’s request for help again. Many mysteries begin to unfold in a reunion 
with an old friend, taking Julian on a journey of discovery that links a 
mysterious ship with the power to disappear, the ruthless Yaki pirates and 
a machine left by an ancient race. The fate of more than the universe relies 
on Julian’s ultimate discovery of the truth, with all the fighting skills and 
the resources he can command. 

291 2 X Beyond The Frontier -2913 X-Tension - 2934 X2 The Threat ■ 2936 X3 
Reunion 

Imagination is the only weapon In the war against reality - Jules de Gautier 

Trade 

When you dock at a factory or trading centre, you will have various ways 
of interacting with the other races, with the Bulletin Board missions and 
news items about events in the universe. These will provide many 
opportunities for you to take advantage of the dynamic economy or 
respond to news and for a price, help out others. There will be additional 
chances for you to make good trading deals, carry out missions or haul 
resources or products for other traders. 

Sometimes you might read interesting rumours of potential value that 
you will have to be quick in responding to, to get the profits. True 
opportunists will also find value salvaging what others have missed or 
seen no credits in. Despite the risks there may also be gains to be made 
from various legitimate or shady characters that will provide you with 
new possibilities for wealth and recognition. 

Fight 

Whether you are a pirate, assassin, warrior or trader, even if you are Just 
minding your own business, the fight will come to you. Having to fight for 
rewards or just for your existence you will soon realise that the universe a 
hard place to survive in, let alone prosper and grow. 

Pirates will view you as a target; Xenon will just want to replace you and 
the Khaak will attempt to erase you. If you prove yourself to be a worthy 
opponent with deadly skills, you will gain recognition from the high and 
the low, who in turn will want to buy your services for whatever dirty work 
they require. 
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As you enhance your skills, new avenues will open to you, as long as you 
have increased your ranks and the ships that you own. You may even 
become one of the few with the extreme fighting ability that can build a 
strong enough force to take on anyone. 

Build 

In between your adventures it would be good to start your empire by 
building factories and complexes to increase your financial resources. You 
should be Inclined to explore all the new and interesting places, and 
realise the additional opportunities for you when you increase your status 
and wealth. 

Build and trade in sectors of all races, for instance the Paranid. This will 
provide you access to many of the technologies that only they produce, 
while also improving your race rank with them. Spreading your corporate 
web all over the universe will enhance your status with everyone. This will 
also make sure you are there at times when chage is at hand with in the 
universe. 

Your entrepreneurial skills will develop over time as you become aware of 
all the possibilities to Improve your profits, it is your choice as to what 
extreme levels you will go to, to build your trading empire. 

Think 

There are many discoveries to be made by exploring sectors and their 
hidden mysteries and possibly ^nd treasures and secrets that the less 
observant may have missed. The misty corners of strange and unusual 
formations will give you the chance to seek and find many new things 
that will enrich your travels and possibly your credit account. 

In your travels, you will find places that could serve as your home base, 
which you can protect and build as your empire grows. Even when many 
big events have passed, you will find new adventures, challenges and 
personal goals to enrich your travels across the X Universe, The universe Is 
made for you; the challenge Is to make It yours, 

"If you can imagine it, you can achieve it. If you can dream it, you can 
become it." - William Arthur Ward 


COCKPIT 

Although the controls of each ship may be positioned in different places 
to suit the layout of that particular vessel, you will find that the readouts 
and displays of all Argon vessels to be of a similar design. This may or may 
not apply to any other ships you may encounter on your travels. The 
cockpit and associated briefings below are taken from the Argon Discoverer 
M5 class Scout ship. 

Main Cockpit View 

The image to the left is the whole of the cockpit in view. 
Below you will see different parts of this explained in 
more detail. There are a number of information screens 
showing various readouts. These have been summarised 
into the Overlay for ease of reading. You can look around 
your cockpit using your chosen view method (i.e. num-pad keys or joystick 
hat switch). 



Overlay 

The overlay will also appear on 
the screen when in any external 
view as well as In-cockpit. It can 
be disabled in the options menu. The overlay can be split down into three 
distinct areas of data. 


There are two half ellipsoids around the always north 
pointing ship; the green body shows the state of the hull. 
Each ellipsoid Indicates the health of the shields. These will 
flash whenever the ship is hit with their brightness indicating 
their strength. The Paranid are currently developing new ship 
sensors technology that will allow this to Indicate precisely 
where the ship is hit and which systems malfunction. 





The front of the bar shows the digital speed, while the arrow indicates if 
the direction is forwards or backwards. The bar will actively show the 
speed and will indicate if SETA is in use. Apart from using the keys, the ship 
speed can also set by clicking on the speed bar. 



On the right is the Radar display. This shows the real- 
time 3-dimensional radar. The Radar can be set to 
varying scan distances. Clicking on the icon next to the 
Radar loads the quick access icons. The Radar, sector 
map and navigation systems all use the same icons. 
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There is a mini menu avaiiabie in the bottom right corner of the radar. Doubie- 
clicking this icon wili open a mini menu, with a iist of icons for other menu 
shortcuts inciuding originai mode command consoie, Quick menu and other 
items. 

Context Menus 

When you doubie-ciick on any target object, either in 
the radar circie or on the screen, it executes the first 
icon of the context menu, which wili have opened 
with the first ciick. That action is the default for the 
object you are clicking on. E.g. if it’s a ship, it will cause 
you to follow that ship, if it's an enemy it will cause 
you to attack, if it’s a station It will cause you to dock. 

Examples of context icons; 

Context Default Actions 

All Fly to (default for ships) 

Dock at (default for stations) 

Map to mini monitor 
Attack (RED icon) 

Enemies Attack (default) 

Fly to (not default with enemies) 

Your Ships Follow me 

Protect me 
Kill enemies 
Map cockpit to monitor 

Station Dock at (default) 

Radar Symbols 

In the interface view you will see the multi-target 
radar symbols. Grey colored ones are sector ships. 
Red ones are enemies. Green ones are your ships 
and missiles.The three or more blue dots at the side 
of the symbol indicate the ship status. The current 
target has a directional arrow as shown on the graphic on the right, which 
is also pointing in the direction of the ship. Using the <PgUp> and <PgDn> 
keys you can change the active target. 

You can also select a target using M.O.U.S.E control. To do so, simply right- 
click to activate the M.O.U.S.E control. Then left-click on the desired target 
icon. Once more right-click the M.O.U.S.E to restore normal control. 
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The symbols indicate the class of ships and Stations. 

From left to right; Trading stataion, Food 
Farm,Getech,SPP. 

The target will point towards the direction where it is located. 
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From Left to right; L.Tow, Sat, A.Sat, Rock, Astro, Mine, Station, Drone, Ml , M2, 
TL,M6,TS.M3,M4,MS. 

Flying 

In M.O.U.S.E cursor mode, clicking somewhere on the screen (outside any 
icon areas) will turn off the autopilot if it was on. It will then set a direct 
course towards a spot underneath the M.O.U.S.E cursor location several 
KM in front of the ship. This means the ship can be turned in steps of 45 
degrees (at a 90 degree POV) relatively fast. 

The M.O.U.S.E is the most effective input device for interacting with the 
Ship Interface. Apart from being able to direct the ship to fly with double- 
clicks on ships, factories or anywhere on the screen, it provides command 
control over all the ship controls and weapon systems. 

The context menus will respond with the most common actions like; 
Communications, Map to monitor (only top right monitor). Stop playership 
(which was executing a command). Protect me (your ships). Enter (One of 
your ships either from suit or with Transporter device)... and many other 
actions. 


The "head up display' is situated in the middle of your view and 
has various functions to aid your navigation and combat. The 
two numbers on the top left are your current speed and selected 
target speed. 

Thisisanimageofan active HUD 

The HUD Is "active" when you have a target selected. The 
number in the top right is the target's current speed and 
at the bottom is its current distance away from you. 
Graphic of docking with speed above limit: 

When an enemy is targeted the same data appears on the HUD, but this 
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time in red. Also notice that a series of red, decreasing size markers point in 
the direction of the enemy vessel to aid target acquisition. The target ship 
is surrounded by the laser-targeting computer indicator (two circles), which 
calculates where you should fire to hit your foe. 

This is referred to as leading target acquisition. If you fire where your foe 
is then your shots will miss, as the enemy will have moved by the time 
your shots get there. So you need to fire ahead of the target where it will 
be when your shots arrive. This is what the laser-targeting computer 
achieves. It can be disabled in the options menu and like most equipment, 
upgraded. All enemy objects will appear as red in the Radar. 

Below Is an active HUD tracking 

A single click on a symbol of the target 
system or on a bracketed object will set 
the active target and open the context 
menu for it. A double click will activate 
t menu. 

These 5 Images show 
different versions of the 
bars holding information 
for tracked objects: 

1. A ship icon as seen in the target circle. Only has short shield 
energy bar. 

2. The active target icon as part of the target circle. Shield and hull 

brackets. 

3. A ship on screen and in range but not actively targeted: Shield 
and hull. 

4. Active target on screen: shield and hull. 

5. Ship with surrounding onscreen brackets at max size. 

The size of brackets marking an object in the players view scales depending 
on the visible size of the object onscreen. It has a minimum size that is just 
a little bigger than the brackets around the active target icon in the target 
system circle and a maximum size for close objects. 

You can also open multiple "mini-monitor" views and target them via the 
function keys (see keyboard section) that enable you to track and control 
many objects and/or targets at once. 

There are two potential monitors one left one on the right. The left one is 
always dedicated to auto target: the right one is the only monitor than can 
be mapped to another action. 
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Weapon Control 

A new Laser Control System allows your lasers to be grouped into 
configurations you can use for sets of lasers, which can be used for different 
types of combat. The benefit of this design Is that your laser storage will 
not reduce your cargo bay storage. The technologies used mean that you 
cannot change the laser assignments during flight. 

Lasers can be grouped into various configurations when docked at a 
Station. The laser menu will have an additional item to change which laser 
bay Is configured to use a chosen laser. You can define a set for a laser 
group(s) like: 

■ Group 1 = 2 A-HEPT; 

Group 2 = 1 A-HEPT+lID; 

Group 3 = 2 A-PAC; 

Group 4 = 2 A-PAC+2 B-IRE. 

Then, by using the <1,2,3,4> keys (remappable) or by 
clicking the number icons, you can select a laser group. 
As a laser can belong to more than one group, you will 
be able to see which lasers belong to which group by 
looking at the white bars to the left of the laser display. Clicking on the 
laser icons can also be used to add a laser to the currently selected group 
or remove It. The highlighted number shows the active laser group. 

Remember that due to laser energy limitations, it 
is important not to shoot all of the lasers at once. 
Higher class weapons consume a lot of energy. 
Using lower class lasers may allow a ship to fire 
more or less continuously, because the recharge 
rate will be higher than the energy consumption. 
So in certain types of combat, it may be to your advantage If you use a 
lower class of laser in higher-class ships, enabling you to shoot for a much 
longer time. 

Missiles 

Just below the icons for the lasers, is the missile 
icon. It shows the installed missile and can be 
clicked on change missiles. 
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Spaceflight across Systems/Navigation 

There are two very important 
functions of your ships systems that 
you will not be able to get too far 
without. These are the Sector map and 
the Universe map accessed by the 
comma and full stop {period) keys 
respectively. Please be aware that 
while using the navigation aids, your 
ship is still fully operational. The displays are overlaid onto your main view 
and you are advised to keep half your eyes focussed on your trajectory 
(difficult for a three eyed Paranid I know). Some pilots find it beneficial to 
stop their engines while accessing the navigation aids or indeed they do 
this from the comfort and security of a docking berth aboard a larger ship 
or station. 

Sector Map 

The sector map is divided into two main sections. The left part is the real 
time ‘top down" view of the sector and is always orientated In the same 
direction. I.e. The North Is top and the South Is bottom. 

Fog of War 

Your basic ship is equipped with a scanner as all vessels that traverse the 
space lanes are. Your on-board systems continually scan and map your 
surrounding area for you. They also store this information on-board the 
data banks and this data is automatically transferred between all ships 
you own when convenient. The pilot is not involved for this transfer to 
take place and it requires no interaction. 

There are three main points to remember about the scanners and the 
sector maps. 

1 . All of your owned property will appear on any sector map as all ships 
and stations have scanners installed by default. 

2. All scanners have a range. Generally the larger the object, the larger the 
range. You can place navigation satellites into sectors for remote monitoring 
with a larger radius., use Advanced satellites. 

3. Any static objects (stations, asteroids) that have been scanned previously 
and exist in your database will always appear showing the state they were 
in the last time you scanned them. 

The fog of war is depicted graphically in the sector scan by darker coloured 
"circles" that surround your objects. 





Object Menus 

The right hand side of the sector display has"ALL""STATIONS"and “SHIPS" 
"ALL" shows both stations and ships. A busy sector can contain hundreds 
of objects so the "STATIONS" and "SHIPS" tabs are filtered respectively. 

From any menu you can highlight the object and select it. This will open 
that objects properties screen from which all further options will become 
available that are dependent on the object type and ownership. All player 
owned objects appear in green in the sector maps and menus and the 
shield strength of owned property is updated dynamically. 


This is a visual impression of all the systems in 
the Universe that you have visited so far. Like the 
system display, the Universe map is updated 
automatically for all areas you have visited so far. 
You can use the arrow keys to move the map 
view from system to system or press the first 
letter of a system name to jump straight there, 
repeat to go to the next system that begins with 
the letter. Information on the selected system is displayed on the left. 
'The journey is the reward.' - Taoist Saying" 

COMMAND CONSOLE 

This is one of the most powerful functions within X3: Reunion. Here you will 
find many features that will allow you to manage various parts of your game. 
You can choose to default which races are your enemy.The Command Console 
is accessed from the Main Menu and then pressing <Shift+C> while outside 
of the menus. 


Universe Map 



Just to get you started though, we’re just going to look at the Command 
section. If you've made your way through the first tutorial with the help of 
the manual, you'll know that flying your ship is pretty easy to get the hang 
of After all, space is a big place and there's not much you can bump into. 

However, you will of course have to dock at a station, and especially early 
on in the game, you'll have to do this frequently. 

D Docking of ships with stations can be completed 
optionally under manual control (only to be carried 
out by skilled pilots) or automatically by using the 
(Shift-t-D) keys. The station docking clamps will secure 
the ship, protecting it from harm, within its extremely 
powerful GJ shields. 
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All stations have recently implemented the upgrade to external clamp 
docking after heavy lobbying from the Teladi and Split about the 
continuously rising costs of repairing Internal station damage caused by 
young unskilled pilots who were often intoxicated by space fuel or other 
illegal substances while entering or leaving the docking bays. 

Many suspected that this is really motivated by 
the Teladi's desire to increase internal storage of 
all their stations, so they can use large surplus 
stocks to influence the markets. Others have 
suggested that the Teladi & Split realised that 
this development would result in less ships 
parked up in stations, and as a result would force 
stations to be more reliant on free traders, which has been seen the case 
since docking clamp installations became the norm. 

You can now give your ship a command. If you have selected a target, then 
option 2 will tell your ship to dock with it. 

If you have read the section detailing the keyboard then you will know 
some of the keyboard short cuts by now. From your cockpit, pressing 
<Shift + D> will tell your ship to dock at your target depending on the 
installed software upgrades your ship has. 

As you can see, the ship in the graphic cannot be 
given commands 6 and 7, this is because it does not 
have a set homebase to land at after attacking. 

After this selection, your ship will now start its 
docking procedure, leaving you free to do other 
things In the other menus If you need to, such as 
control other ships and manage factories. 

By default every ship you acquire (legally or Illegally) will have the basic 
command console software installed that allows you to navigate your 
vessels. However, there are various upgrades that can be purchased that 
will enhance the functionality of the console and enable the automation 
of your fleet. 





The graphic shows a ship with the 'Trade'*Special' and 
"Combat' software extensions installed individually. Of 
course, these upgrades can be all installed together too. 



Once an upgrade has been purchased, that vessel will have a collection of 
sub<ommands available as the following examples show. There are two 
different (I and II) upgrades that can be acquired for your ships that add 
functionality in each section. For example there is Combat I and Combat II. 

Once a combat upgrade has been acquired you can set the intelligence of 
each weapon point, including missile fire probability, on the ship. Since the 
larger ships can have many turrets it is entirely possible to establish a mix 
between missile defence and offensive stature around your vessel. Bear 
this in mind when you are "shopping" for weapons to mount into your 
turrets. High powered, slow firing lasers are no match for small nimble 
fighters and missiles. 

You will need to seek out the various upgrades, as 
not all are necessarily available at the same place. 
In the Upgrades section you will notice each 
upgrade will state which races you can buy it from. 

Wmo I examine myself and my methods of thought, I come to the 
conclusion that the gift of fantasy has meant more to me than my 
talent for absorbing positive knovrledge . ' - Albert Binstein 

TRADE 

Trading is one of the most important features in the X Universe and 
essentially there are two different levels to it. The first level is the easiest 
and most straightforward, that is buying, transporting and then selling 
goods at the various stations (at a profit of course!). The next level is 
buying and managing your own factories, keeping them supplied with 
their required resources and then selling the finished product to other 
stations which need it. You may also decide to command other ships in 
your fleet to go out and trade automatically for you. For now though, we 
will stick with basic trading. 

The X Universe Economy 

The economy in the X Universe is unique in that it is dynamically priced. 
What this means literally Is that the prices of goods are affected by supply 
and demand. As an example, if a Solar Power Plant is well stocked with 
Energy Cells then the selling price will be low - this is the principle of 
supply. However, if a Mass Drive Ammunition factory is low on the Energy 
Cells that it needs to continue producing Ammunition, then that factory 
will pay a premium price for any Energy Cells delivered to it, as the demand 
is high. 


If you spot two stations that match this criteria, then congratulations - 
you have just discovered a profitable trading opportunity. You may find 
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that some sectors have what can be classed as 'milk runs', that is where 
there Is (nearly) always a profit to be made. Trade routes such as this will 
be very important to you early in the game as you strive to gain more 
credits. Later, as you gain more credits, you will find methods and upgrades 
that will make trading even more profitable and easier. In addition to 
factories, you will also find Trading Stations scattered around the X universe 
which will buy and sell a limited amount of products at fixed prices. 

Each race has a hierarchy of goods it manufactures. Some are common 
across the races and others specific to a race. At the bottom of the pyramid 
are the widely available raw materials. At the top, the luxury goods and 
technological systems including weapons with various products in- 
between. 

Space is littered with factories producing these goods. Each faaory requires 
one or more resources and they will send their own freight ships to acquire 
them, at the best possible price/distance/quantity calculated. This means 
that a factory may send its ships to one supplying factory one trip, and 
another factory on its next trip, even spanning dozens of sectors if required. 

If the local availability of a produa is low, its price will increase and likewise 
decrease when the quantities are increased through the manufacturing 
process of each factory, which takes time. 

As stated, simple monitoring of this dynamic economy can open up 
profitable trade routes and gaps in the market can be found. However, if 
you really want to become that business mogul, then you can acquire 
your very own factories (no limit on number) and deploy these wherever 
you see fit. These will then automatically fetch resource and manufacture 
goods using ships you assign to the task and within parameters you set 
on distance, prices and so forth. With the correct technology you can 
monitor these factories from afar and communicate with them to alter 
their settings. 

This is an extremely good way to make high long-term profits, although it 
is not a required route to take and being a successful mogul will bring its 
own attention from others. So with success you will need to protect your 
assets accordingly. 

Choosing, buying and deploying your first factory is an extremely satisfying 
goal. You will have to decide on what cargo ships to equip it with, fighters, 
mines, laser towers for defence and set its buying and selling thresholds 
intelligently so you do not operate at a loss. Of course, all of this requires 




paying for too, but when set-up correctly ^u will find that your factories can 
manage themselves leaving you to scoop up the profits to fund your next 
objective. 

A Beginner's Guide to Trading 

You will soon find that there are ships better suited than others to trading 
(see The Ship Classes section). Some ships cannot trade certain goods due 
to the size of the cargo. You can discover these within the game - for now 
we'll just concentrate on how to trade. We're going to buy some Energy 
Cells from a Solar Power Plant in The Wall and sell them to the Mass Drive 
Ammunition factory in Argon Prime. Once docked at our chosen Solar 
Power Plant, the price of the Energy Cells will be revealed to us. We have 
selected The Wall as there are many Solar Power Plants located there to 
choose from, it is very close to the start point of the game and it is normally 
easy to find a well-stocked station filled with cheap Energy Cells. 


You will soon learn to recognise a specific station from its 

appearance, and also how it is shown on your Gravidar (a Solar 

Power Plant shows up there as a large 'E'). You could also find it useful to 
look for the rotating station logos advertising their wares. A Solar Power 
Plant logo looks something like the image pictured to the left. 

Your ship's computer will tell you once you've targeted and locked on to a 
Solar Power Plant - you now need to dock there. 


Once docked, you can select Quick menu [Station][trade] to trade with the 
station. This will reveal the trade screen as below: 

You will now be able to see the status of the factory, in 
terms of how much stock it holds, the selling price, how 
many units of resources it has, and the buying price of 
these resources. Without giving too much away, as a 
guide a good price for purchasing Energy Cells is 1 2- 1 6 
credits per unit. To buy the product, highlight it and then 
you have several options on how to tell the computer 
how much you want to buy; 

1. Enter the number of units and hit <Return>. If you have sufficient 
credits, the cargo is bought and transferred to your cargo hold. 

2. Press <End> and then <Return>. If you have sufficient credits, and the 
station has enough of that product, this will fill up your cargo hold to the 
maximum available. 

3. Use the <Left> and <Right Cursor Keys> to increase or decrease the 
amount required, and then hit <Return> once you have decided. 
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On each option, you will be able to see how your credits are affected. If 
you refer back to the previous picture, you will see how many credits we 
have at the start. 

Now, after our transaction of buying 2970 units of Energy 
Cells, you will see the difference below: 


H NOTE: It is important to remember that you can only buy 
products, and not resources in any factory. Similarly, you 
can only sell resources and not products to any factory. 

You can also see from the status bar near the bottom that there is not any 
space left in our cargo bay now. So we need to sell the Energy Cells as 
soon as possible and make some money on our trade. You will remember 
that we had planned to sell this cargo in the Mass Drive Ammunition 
factory in Argon Prime. This now is a key part of trading. On the one hand, 
you may spot a trade opportunity and act accordingly to fill the need (you 
have to be quick though - someone else might get there first!). On the 
other hand, you may simply spot a great buying opportunity at a price 
that is too good to resist, and then start looking around for somewhere to 
sell your goods afterwards. 

Arriving at the Mass Drive Ammunition factory, we again enter the Trade 
Menu, but this time we wish to sell our goods instead of buy. Again, the 
commands to sell the goods are very similar to those used to buy: 

1. Enter the number of units and hit <Return>. The cargo is sold and 
transferred from your cargo hold. The credits are transferred to your 
account 

2. Press <Home> ?and then <Return>. This will transfer all (if the factory is 
able to take this many) of your cargo of that product. The credits are 
transferred to your account 

3. Use the <Left>?and <Right Cursor Keys> to increase or decrease the 

■ amount you wish to sell, and then hit <Return> once 
you have decided. The credits will be transferred to your 
account. 

Looking at the picture, after our trade shows our new 
account balance of 148,790Credits. We bought 2970units 
of Energy Cells at 12 Credits and then soid them all for 
19 Credits. That short trade run gave us a profit of 20,790 


Credits,andweonly started with 128,0001 


Larger, specific transport ships can carry far more and also more varieties 
of cargo so you may find that huge profits can be made once you can 
afford one of these ships. 


Other UsefulTrading Tools 
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As we mentioned, the economy in the X universe is dynamic and inter- 
dependent. A shortage of one specific resource can have knock-on effects 
throughout the whole universe, especially if it is a base product that all 
stations require, such as Energy Cells. There have been many efforts to 
find a successful formula for un-managed profitable trading, all resulting 
in little or no success. 

The Teladi are a race driven almost solely by profit and their trading secrets 
are well guarded. The Split curator of the Profit Guild, Hut F’Naak did 
however commence work on a valuable resource known as the Trading 
Pyramid, but he has since vanished. Rumours that the Teladi assassinated 
him cannot be substantiated, however the early parts of his work still exist 
as shown below: 




Hut F'Naak^ notes that formed the basis of the above are detailed below, 
but you are reminded that this information may not be entirely complete 
or accurate. 

Most of the factories that produce end products like missiles, shields or 
other weapons rely on primary resources like energy, ore and food products. 
Primary resources are what a factory will need to build its end product, but 
it can also use secondary resources where the primary resources are in 
short supply, with the use of resource transformation technologies. 

As most Teladi children learn in their first lessons, although it can be 
profitable to Just keep building primary resources, the demand for these 
products will decrease and eventually the market reaches a point of 
saturation and reduced profits. So in practice building factories based on 
an initial winning formula will prove not to be so profitable as the quantity 
of them increases. 

Trading giants of the Teladi will consistently inform others that the building 
and positioning of factories requires careful examination of the demand 
and supply, for instance finding factories that are continually running low 
on primary resources and secondary resources will provide you with 
opportunities to name your own selling price for these goods. Where 
these opportunities can lead to even higher profits, is when you find that 
the surrounding sectors are equally short of these resources. 

Traders who are a profit liability and successful company directors will 
testify that the economy can not only rise and fall in response to supply 
and demand, but also due to theft or disasters, that can make some trading 
lanes too dangerous to be profitable, but a well protected and nearby 
supply can lead to high long-term profits for the trading wise and military 
strong. 


“Don't tell me that man doesn't belong out there. Man belongs wherever 
he wants to go ■ and he'll do plenty well when he gets there'. Wernher von 
Braun 


BUILDING YOUR FIRST FACTORY 

The threat of the Khaak has inspired a whole range of 
innovative developments In the technologies 
employed in station building. These hi-tech advances 
have resulted in bigger and more powerful factories 
and stations with greatly increased communities. The 
revolutionary new designs, which were originally a 
— response to the need for integrated factory complexes 
and the universal desire to reduce losses from attacks on transporters, 
have now been upgraded with the more powerful Giga Joule shields that 
are capable of protecting them. This change in attitude and building 
development has inspired ever larger and more extraordinary designs, 
which have transformed station design in recent years. 



Deciding to go it alone and build the first of many factories or complexes, 
is a moment of great pride. You may or may not have the funds for your 
own TL station carrier, or you might be ready to create a group of factories 
that supply each other and provide an end product. Whatever you Intend 
to do, big or small, getting these set-up and even going further with the 
interconnected factory complex, your first start to empire building will be 
a lasting memory. 


Hiring aTL Class Large Transport Ship 

Starting with the setting up of a single station, by hiring a Transport Large 
class ship. These enormous ships with ST cargo bays are required to carry 
the factories and stations around the seaors. These huge ships are amazing 
to watch, as they transport three or more stations at a time, but it is wise to 
keep clear of their path as they are slow to stop or turn and will Just 
plough through you if you are in their way. 


Acheck list of items for this task 

- You have researched where you are going to place your factory by 
ensuring that there will be a demand for your produas. 

- You have enough credits for; 

■ Buying the factories. 

- Paying the TL Captain up to 10,000 credits for each sector they travel 
through. (Warning if you do not have enough creditsfor the whole journey, 
your factory will be sold by the captain, and your will lose your credits). 

- You have enough credits for one or more well equipped TS class 
transporters, to supply goods to your factories. 

- And still have enough credits to invest in the initial raw materials or 
alternatively have a large starting stock of resources to get it going. 
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Foralltheabove.a rough figure; would be to have about 1,000,000 credits. 

The first step is to contact a TL Captain by getting within 8km of the ship 
and using the Comm. Instruct the Captain to follow you, and then head to 
the Shipyard, as you arrive comm the TL Captain again and ask them to 
move to the shipyard, and then select the Shipyard from the map. If you 
select the shipyard with your flying ship and press T you will be able to 
buy and sell without docking. 

The factories available will turn from unavailable red to available white 
when the TL has docked with the shipyard. Purchase the factory and comm 
the TL Captain to follow you or to move to the sector you want to set your 
factory up In. Take this opportunity by using the <PgOn> to key to purchase 
the TS ships that you will need to get the resources for your factory. 
Remember that you have to be in the sector where you need your station, 
to get the TL Captain to place your station. 

When theTL is in the immediate area of where you want it to be, comm the 
TL Captain and ask them to drop your freight here. Use the Factory 
Positioning and <lnsert> keys to position it in the X and Y-axis and set it's 
orientation. (More info at Command Keys - Factory Positioning) 

Alternatively if you are constructing a Silicon or Ore mine, you will have to 
ask the 11 Captain to move to the position, by selecting the target asteroid 
as the position to move to. When it gets within 4 km of the asteroid ask the 
TL Captain to Drop your freight and select the asteroid. 

Once the factory is positioned, you need to do a few more things; 

- Transfer enough money for its transporters to buy supplies with. 

- Assign some transporters by setting their home base as the factory, then 
telling them to buy at best price (Must have trading Extensions installed). 

- Set the buying price for resources, the selling price for produas. 

- Set the jump setting determines the maximum number of jumps a ship 
is allowed to go to buy (or sell) goods. If you increase the buying prices for 
a resource, the jump distance for the available faaories selling at that price 
will decrease. 

- Set the "Trade with other races’ to Yes, then traders will only buy from 
your station, they won't sell to your station because of the resources it 
requires. 
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- At the command Console set the 'Auto money transfer to player account' 
funds limit. 

Note: If ships are allowed to travel too great a distance, your factory may 
often run out of resources or your ship might have to travel across too 
many hostile sectors. 

Multiple Factories 

When you set-up your factories you may decide to manufacture a product 
which is in demand in that sector, but there are too few Power Stations to 
supply the energy resources or even enough local Crystals Fabs to supply 
the power stations. This is where you may consider setting up multiple 
factories, which can then produce some of the resources your end product 
factories cannot obtain enough of locally. 

By setting them to trade with other races, you will keep your stations well 
supplied and if the demand is good, all of the stations will produce a 
reasonable profit. There are many factors to be considered when setting 
up multiple factories, their product selling prices and resource buying 
prices, the distance toavailable resources, the local demand for your product. 
As many Teladi economists would testify, this Is best done after your have 
checked what is being manufactured in the economy of nearby sectors. 
You will have to set-up the prices and decide if your factories are restricted 
to buying their resources just from your factories and or supplement 
them from local supplies. 

Another very effective way to meet your energy needs, while increasing 
your profits is to set-up a factory loop. 

Factory Loops 

A factory loop is where you have for instance an end product like Energy, 
with all it's required resources supplied by your factories, which may also 
solve any local supply problems. The X IJniverse often has an economy 
down turn and If you want to have lots of your factories work, closed 
loops help supply the energy they will need. 

There are three types of factory loops that can be set-up, according to the 
requirements of the local supply and demand, (a) Closed loops are where 
only your factories supply each other, (b) Leaky loops where there are 
some factories open to trade with local traders, and (c) Open loops where 
all your factories are open to local traders like the multiple factories above. 

Here an example of a basic energy-supplying closed loop, for which you 
would need the following; 
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1 Solar Power Plant -Your selling product 
1 Crystal Fab - (Supplies the Crystals for the Solar Power Plant) 

1 Silicon Mine - (Supplies the Silicon to the Crystal Fab) 

1 Cahoona Bakery- (Supplies the Cahoonas to the Crystal Fab) 

1 Cattle Ranch - (Supplies the Argnu Beef to the Cahoona Bakery) 

The last two are food resources that will be different for Crystal Fabs for 
each race. The Silicon Factory with a yield of twenty-five will supply the 
needs of a single factory. The SPP can supply up to eight factories, so will 
only have to supply half of it's output to its resource factories, which will 
allow it to sell the other half to free traders or alternatively you could 
double the factories it supplies to produce another product. You will also 
need six transporters (TS class) that will transport the necessary resources 
between the stations. 

The above very simplified definition is of a basic factory loop set-up, 
which would require a number of transports to keep all of them suppll^ 
with adequate resources, but there is an alternative. The ability to build 
factory complexes where all of these factories have supply tunnels 
interconnecting them to each other, cancelling the need for a lot of TS 
Transporters. 

Super Factory Complex 

To do this is quite straight forward, if 
for instance you hired an Argon 
Mammoth to carry a Cattle and a 
Cahoona factory, you would also 
have been able to load a Complex 
Construction Kit into the TL for 
connecting the two. This construction 
kit will allow you to join two or more 
stations within close proximity 
together to form a station complex 
and is comprised of a Complex Hub 
controling power distribution, central command and control, commodity 
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exchange and central docking ports of a large factory production facility. 

When the TL captain has been ordered to drop the two stations, and you 
have positioned them relativity close to each other, you can instrua the TL 
Captain to drop the Complex Construction Kit, and instead of a position 
grid, a sector listing of your factories will pop up. 

If for instance you have two or more in the sector, select the first factory, 
then it will only list the remaining ones. Select another and the Complex 
Construction Kit will build the tunnels between them. 
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The Hanger Complex transmits supplies between the 
sutions, so you can create a loop of factories that are 
dependant on each other with no need for supply 
transports moving resources between them. Hanger 
complexes cost a lot less than the use of transporters 
but have a weakness, you will have to protect these 
complexes from attack, for if they are destroyed, the 
stations will not be able to get the resources they need, until you buy 
another complex builder or assign transports to them. 

From space, a factory complex is a wonderful sight to behold, the connecting 
tunnels will span across the space between them. 

In the sector map the complex of stations will show as just one 'complex; 
and if you zoom in with the map keys <Home> and <End> <Num Direction 
keys> you will see the stations and their interconnecting tunnels. 

Selecting the command console for the Hanger Complex will show you 
the stations and the production cycles that are currently running. 

All the factories in it will use credits transferred to a complex. You can still 
set factory prices as you would a single factory and change the maximum 
Transporter ships jump across sectors for resources that are still required 
by the complex. 

The solutions for choosing the right location will vary 
according to what resources are available In the sector, 
i.e. which factories are included in your building of the 
complex and the available resources in other nearby 
sectors, there is no hard and fast rule that will apply. 
You can save a lot of resource effort for your complexes 
by choosing your location based upon the needs of 
your new factories, so even if resources in the factories become low, there 
will be local resources to supplement them.As mentioned the one weakness 
of complexes is the vulnerability of the tunnels that connect them. It 
would be advisable for you to set-up sector patrol ships around your 
factories and theircomplexesto protectthem from pirates or other enemies. 

Transporter ships, which have their home base set as the complex, can be 
assigned to buy at best prices from a collective list of resources for all the 
factories in the complex if they have the Trading MKl and MK2 software 
(one operates buying resources the other selling) and you set it ‘buy ware 
best price; 
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Transporter Ships 

The different TS class ships have a range of 
specifications, some have large cargo bays; but may 
be slower in speed, these would be best assigned to 
buy large volumes of resources from nearby factories. 
Other ships with smaller cargo bays, but are much 
faster, could be assigned to buy resources that are a 
few sector jumps away like crystals. 

TS Ships can be bought at Shipyards individually or in quantity as one 
purchase. It is important to ensure that you not only have the credits for 
the number of ships, but also enough to purchase all the shields, and 
upgrades such as cargo bay expansions. If you press <i> while in the 
Shipyard trade menu you get to see the full details of the ship, including 
the upgrades that it does and does not come with. Setting up all the 
transport ships can be easier, If you buy them In bulk, and by selecting the 
upgrades for all ten ships, this only ne^s to be done once per upgrade for 
all ten ships. 

Ships will be available from the Shipyards In S, M, and L grades, the 5 ships 
have minimal equipment; M have medium-level; L have high-grade shielding 
and weapons. If you do not want your transporters to engage enemies, 
don't equip them with fighting upgrades or weapons. 

A typical Transporter configuration would be; 

Trade software MK1 - with a home base and trade, buy at best price selected. 
Trade software MK2 - with a home and sell at best price selected. 
5 or 25MJ Shields - important If travelling across dangerous sectors. 
Engine Tunings - time is money, speed for resources is good. 
Rudders - good turning will reduce accidents. 
Cargo extensions - to suit the cargo, the standard Install will work for 
most Duplex or Triplex Scanners - duplex will be ok for most. 

‘Sometimes I think we're alone in the universe, and sometimes I think 
we're not. In either case the idea is quite staggering." Arthur C. Clarke 


r- 
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BUILDING AND TRADING GUIDE 

We have been able to offer a rare chance to gain some experience with 
best factory and system traders at the annual convention and lectures of 
the Guild of System Merchants. 

The first of these are extracts from the questions asked of the famous 
Argon T'done Tri, who has defined the current understanding of energy on 
his famed manual for Solar Power Plants production. After his lengthy and 
very interesting lecture from T’done Tri he opened the floor to questions; 

Factories 

Q: Factories; are they expensive? 

A; The price varies greatly depending on the technology level of that 
factory, e.g. Food factories are much cheaper than Laser Tower factories 
and the profits possible also increase. Remember again that the price of a 
factory may vary between races, even if it is of the same type. Stations 
become more and more expensive for the same amount of increased 
profit as you ‘climb higher up the tech ladder'. 

Q: Can I place my own factories anywhere? 

A; Just about, yes. A few words of advice though before you place a factory 
as moving them after is a different proposition altogether. Location, 
location, location! There is no point in placing a factory producing goods 
in an area where there is an over-supply already of those goods as you are 
immediately against the competition {unless this Is what you Intended of 
course). 

Conversely, there is no gain to be made in positioning your factory In an 
area that does not require what you sell. 

The stations in the systems you visit will be placed relatively close to each 
other. There is nothing stopping you placing your factories anywhere in 
the 3d world. Please bear in mind that your ships need to fetch resources 
and your customers need to travel to you. This is why most companies 
place their factories within the confines of the gate grid. It is not however 
necessary to do so. 

Q: So I purchased and deployed my own factory and I'm on my way to 
"Mogul" status. But my factory isn't makingany money and it flashes yellow 
in the system map. Help? 

A: The yellow flashing Is warning you that the factory in question Is In 
need of some attention. It does not signify what, only that something Is 
stopping the factory from operating (note; your property will flash red 
when under attack). 

This could be a lack of resources, a lack of credits to purchase resource, a 
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lack of ships to go and fetch/purchase the resource(s) or a combination of 
any coupled with the fact that the settings you have applied to the factory. 
For example how many systems you will allow your ships to go search for 
resource Is one such option. 

Q: I have transport ships and credits. How do I now set up myfactorytoget 
resources it needs? 

A; Firstly, transfer credits to the factory from your account. Every factory 
requires a little working capital to buy its resources. You must then assign 
your transport ship(s) to that factory. This is known as their "home base' 
and once you have assigned a ship Its home base, a whole set of further 
options will become available In the command console. 

You can then set each ship to go and fetch the required resources. More 
than one if you feel the need. Important: Your buildings and ships are 
under your management and protection. 

You can purchase fighter craft and "home" them to a base where they will 
automatically protect it once they arrive there, laser towers and mines for 
area defence and also assign fighters to protect your trading vessels. What 
level of protection you supply is dependent on the amount of credits you 
have available and the location of your assets. It's all up to you. 

Q; Any help for a budding trader just starting out? 

A: Sure, try a Wheat farm in the Wall or Crystal Fabrication Plant in Argon 
Prime. Both of these sectors have the proteaion of capital patrol ships and 
have access to a good supply of cheap energy cells. A factory here should 
be able to trade unmolested (although there is no guarantee that the 
pirates won't come) and if you stay in close proximity early in its life, you 
can personally protect it until such a time as you can afford laser towers 
and fighter patrols. 

Q; How do I make my factories auto transfer its profits to my account? 

A: Go to your station Command Console, Station Commands, Slot .. 'Auto 
money transfer to player account) then enter an amount such as 200,000 
and any funds the station creates above that amount will be transferred 
to your account. 

Q: Why have the factories in some sectors changed? 

A; In a word. War. The truce between some of the races is sometimes put 
aside due to some local Issue on race borders. This will occasionally spill 
over into a dispute that will only be settled with fleets of ships from 
opposing sides and this will Inevitably result In some traders loosing their 
stations, which other traders will take advantage of by setting up their 
own. 
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Trading 

Followed by a greatly applauded lecture by Et Si'Dio the famed Gunn'r 
who, after years of dedicated cartography of the universe has became a 
populist moderating influence for the definitions of factory economic 
cycles. 

Q: How do I increase my trading ranks? 

A: There are many ways your trading rank can be increased, essentially by 
you and or your empire buying resources below the average price and 
selling your products at an above average price, this is the definition of 
profit, so the more you make the higher your rank increases. Additionally 
if you come across various artefacts or alien enemy technologies and sell 
them to the friendly races, you will also increase your ranks. If you also 
have other races buying your products and you successfully complete 
trading missions from the Bulletin Board messages you will also increase 
your trading rank and with these last two, you also increase your reputation 
with those races. 

Q: How do I sell a ship? 

A:Target the ship, then press the <C> key'TThis will take you to the Command 
Console. From there go to "Navigation" and then to "Dock at...') Select the 
seaor, and then selea the shipyard. Now the ship will travel to the shipyard 
and dock with it. (Make sure your not in the ship you are trying to sell). 

Then trade with the shipyard (much like you would to buy a ship) and the 
ship you want to sell should now be in the menu. Use the left <arrow key> 
and then press the <Enter> to sell it. 

Q: How do I traissfer cargo between ships? 

A: You can get a device from the Goner temple called a Transporter, which 
will allow you to beam the goods into your cargo bay. If you do not have 
one you can order the ship to drop its cargo and you can then collect them 
by opening your cargo bay doors. Alternatively when you are docked at a 
station, you can transfer cargo from other ships from the menu. 

Q: How can I make more money out of missions? 

A: The better your trading ranks the higher the payments, a good tactic is 
to have a range of ships following you or available in a Carrier or a TL ship. 
Many missions require a MS/4 or TS class ship, by having other ships 
available at short notice, you can have it jump into the sector you are in 
and command the ship you require to dock where you are, and you can 
then take that iucrative contract. 
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Q: How do I use the Mining Laser to collect Ore? 

A; To detect the yield of asteroids, you can use your mineral scanner within 
1 0km of asteroids by pressing the <i> Key. Only some ships can be equipped 
with a Mining Laser, with fitted.extras like; Best Selling Price, Ore Collector, 


An asteroid's yield stands for how rich the asteroid 
is in its particular material (Ore/Silicon/Nividlum) 
Generally, the higher the yield, the more material 
you can get from the asteroid. 

Approach the asteroid (being careful of the 
spinning ones) and fire the laser from about one 
km distance, the asteroid will then break up Into 
smaller rocks, which you can collect by opening 
your cargo bay with the <0> key and scooping it 
up. Nividium asteroids, which can be found in 
remote sectors, are highly prized as the mineral is 
sold for very high prices in Paranid sectors. 

YourTS ship will need; Mobile Drilling Laser, Ore Collector, Special command 
Software Mkl, Engine Tunings, Rudder Upgrades, Mineral Scanner, Jump 
Drive, Best Selling Locator, 

Q: How do I capture spaceflies? 

A; You need to purchase a Spacefly Collector from Split Equipment Docks 
and an Ion Disrupter, found at Boron Equipment Docks, To capture them 
simply fire the Ion Disrupter and this will stun them, and then allow you to 
collect them as any normal piece of space freight. You may have to repeat 
the stunning, as they will wake up after a short while. 

Q: How do I setup Sectorand Universal traders? 

A; The Trade Command Software MK3 is a software upgrade that allows 
you to hire a trader to work for you, buying and selling resources and 
products for profit. Once you have properly equipped a ship, the pilot can 
then be assigned a sector to trade in and to build up their experience, i.e. 
learn on the job. When the pilots experience has reached a good enough 
level they will be skilled enough to become universal traders. Note: if the 
ship does not meet the requirements for Trading, theses Commands will 
be greyed out. 

(This statement refers to a list of criteria for levels of training, the following 
isn't a list but more of a guide) - The pilot's skill level can be viewed by 
selecting the ship and the level can be seen in brackets after the pilot's 



name from level one upwards. After being assigned a Sector the Trader will 
start to look for profitable opportunities and make some trades. 

Initially they will need to learn to check their current station for products 
to sell before flying to reduce empty runs, recognise the chance to make a 
profit if the selling price is above the buying price and take the ship to the 
closest shipyard if it has been damaged. 

At level eight onwards the pilot is able to check neighbouring sectors for 
good trade opportunities, so at this time you can activate the "Universe 
Trader" command. The pilot may demand better payment and a well- 
equipped ship, as their journeys can be rather dangerous. 

Some good employers ensure that the ship has at least one 25MJ shield or 
the maximum shield strength the current ship can support and Fight 
Software Mkl and MK 2. Triplex scanner and a Jump drive installed from 
the beginning, because if you have not installed a Jump Drive the pilot 
may not get around to ordering one until they reach level twelve and they 
will pay a higher price for its delivery. Additionally the trader will order up 
to twelve Fighter Drones over time, which he will use in emergencies to 
distract attackers. 

In such emergencies the pilot will try to escape to the nearest station or 
use the jump drive for an emergency jump to get away from the danger 
zone. If a Trader is attacked he will tell you the ID of the attacker so you 
know whom to look for, should you feel the need for revenge. 

The jump distance for buying and selling increases when theTrader achieves 
higher levels, until the ship's range more or less covers the entire universe 
(dependent, of course, on the number of energy cells being carried). 


Q: Are there any hints you could give a new trader? 

A: There are a few things, which any good trader should try if they are to 
take advantage of opportunities; 

- The Economy: The economy is dynamically changing in response to the 
over/under production of goods and wars or theft, in various sectors of 
the universe, this will produce shortages and surplus's on an ever changing 
basis, giving those wise traders who keep up to date with the latest Bulletin 
News a dear advantage over those who don’t. 

- Local wars or border disputes will provide many opportunities for a 
quick and resourceful trader who can command transports or salvage 
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equipment to collect resources and equipment while battles are underway, 
before others do the same. Salvage Merchants or Scrap Dealers in yards 
are always willing customers and will exchange credits or Ore for your 
scrap. Additionally there is great wealth to be had by looking out for 
opportunities to set-up missile and other high-tech factories close to nearby 
war zones, as the locals may not be able to keep up with the demand. 

- Various merchants and station traders will be looking to make mutually 
satisfactory trading opportunities. These may be in Bulletin board 
announcements or trading agreements from local merchants. 

- Well-armed and protected traders can jump into enemy sectors to scoop 
up missiles and goods that those less fortunate lost. Although the risks 
may be high, the profits are too. 

- Make sure you harden up your ships with good shields and weapons at 
the earliest opportunity, it is a harsh universe out there, with plenty of bad 
pirates who would like to get rich by taking what you have. If they try, 
return the favour and take what they have, and sell them and their ship as 
punishment, if you manage to capture their ships. 

- Exploration and attention to rumours have a place in a traders portfolio, 
there have been many tales of traders who wandered off the main space 
lanes to stumble upon great riches in the tunnels of asteroids or containers 
of credits lost in skirmishes with dangerous enemies. 

• It is good to develop and improve your status with various races, as this 
will make additional equipment and ships available to you. Their improved 
trust in you will result in them giving you bigger trading deals and as a 
result greater profits. 

- Be aware that when you are carrying goods you are subject to random 
scans from local system police. These inspectors usually travel in scout 
class, high performance ships which are difficult (but not impossible) to 
outrun. As various products (particularly Space Weed and Space Fuel) are 
illegal in some systems, trading in them is done at your own risk. Using the 
excuse that you just "found it there, floating around' will not convince the 
system police. They have heard it all before. 

- Short journey's increase profits, so if the journey seems to take a while 
make sure you have installed the SETA device <J> key which will speed 
things by compressing time. 




- Tour bus missions can provide good bonuses if you take the tourists to 
exciting places within the nebula, and very short trips to enemy sectors. 


- Mobile mining is very profitable because after the ship and equipment 
are paid for, anything you mine can be sold for pure profit. 

• Being able to remotely trade with distant sectors will produce 
opportunities for profit, which can be missed by travel. You can remote 
trade with a sector if you have a Satellite or a ship with a Trading System 
Extension travelling in the sector that you want to trade with. 

Q: Are there any good strategies to use? 

A: In two words 'higher ranks ; you need them for everything you want to 
have and need to do. If you want certain factories, ships and high-tech 
wares, your ability to buy them depends on your reputation with the race 
you want to buy them from and your trading or fighting status will also 
affect some purchases. Additionally the higher your ranks are, the higher 
the payments will be for missions as dealers will be able to rely on your 
abilities. 

‘You aren't wealthy until you have something money can't buy.'Gar'th Bro 
Oks 

FIGHT 

There are many vessels that you may encounter, each designed for a specific 
purpose, although most can be used for any purpose with varying levels 
of success. Most races designate their ships as belonging to a particular 
class and all have their own unique versions. 

A word of advice: The Captains of the larger ships do not see you as 
something they should avoid. If you get in their way, there is every 
possibility you will be crushed without a second thought. It depends 
upon the mood of the Captain at the time and what mission they are 
currently undertaking. Collisions can also occur if you linger by gates and 
docking clamps. There is steady traffic in many of the Universes systems 
and they all have business to attend to, just like you! 

Some not-so-fortunate travellers have, reported encountering what seem 
to be distinctive custom modifications of known ships. As no known 
shipbuilders have been found producing these customised ships, the 
rumours surrounding these sub variants have been many. 
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A lot of shipyard technicians have formed opinions on these ships by 
coilecting information from those who have come off second best in 
encounters with them. The technicians have nicknames for some of them, 
one they cali the vanguard, is very aggressive, another they have nicknamed 
the sentinei, as it seems particuiariy weil tuned for defence, and the raider, 
they have reported as being extremely fast- 

innocent traders going about their own business and 
avoiding confrontation wiii find opportunistic pirates may 
gang up on them showing no mercy. With the local law 
enforcement over stretched with smugglers, raiders and 
Khaak, you will often be on your own. 

"You also have the real enemy to contend with too! Ha-ha. Practice makes 
perfect and never be afraid to run. It's better to talk about your escape than 
to have others talk about your death." 

"But always remember this my friend, a word of advice from those that 
have been before you. Never arrive at a battle with two ships if it’s enough 
to do the job. Bring ten." 

Combat is about reflexes, the reading of the enemy and most of all - 
knowledge. If you attack a ship that has ten times the shielding and twenty 
times the firepower, you are likely to lose. Not always it has to be said, but 
mostly. 

Five small ships can easily overcome one single ship with five times their 
power if you do it right and the reverse is also very true. Probably the main 
decision to be made if you are attacked is whether to defend yourself or 
run! 

A quick decision is usually required and for this you need to know your 
adversary well. Can you outrun them? What shields and hull strength are 
you up against? What weapons do they have? Do they have missiles and 
if so, what kind? 



An Alpha HEPT equipped laser turret on the side of a Corvette can obliterate 
the shields on a scout ship in two hits. Not enough time to grab the eject 
lever but enough time to die. But can a Corvette out turn your small, 
nimble scout? Never, Find a blind spot and if you can remain in it you can 
unload as much energy into its shields as you can muster. But you can't 
stay blind if the larger ship has an accompanying escort. 


See? Knowledge and quick decisionsarethedifference 
and ultimately decide which way the spoils of the battle 
will go. If you have the appropriate upgrades for your 
ship, you can icommand it to fight for you with a 
favorable outcome. However, there is no substitute for 
good old Argon reactions and the ability to spot an 
advrniage and step it up. When head to head with an enemy who has superior 
weapons and shielding I will launch a number of missiles at them as we close 
in on each other.This will achieve two things: Firstly, they will be more worried 
about the missiles than they will be about me which leavesyou free to obtain 
a good attack stance and secondly, there is every chance that the missiles 
will strike, lowering their shield strength and giving you the possibility of a 
quick kill or a quick escape. 

You do of course, during any combat, run the risk of damaging any items 
on your ship, including the hull and shields, weapons and upgrades. These 
are not free and you will have to dig deep into your funds to replace and 
repair them. Plus the fact that some items can be difficult to obtain and 
wealthy pilots have an old habit of buying more than they need of a 
particular item when they come across them. 

If this sounds like bad news well it isn't. Combat can be a credit hole with 
no bottom, but the possible gains can outweigh the risks. You may get 
lucky and find that the pilot ejects from their ship, and if you are quick you 
might be able to claim the ship and anything it contains, but also keep 
some room in your cargo bay in case the ex pilot only leaves you scattered 
cargo and ship debris to collect. 

Be careful where you choose to fight. There are some 
systems where no one will bat an eyelid or three if 
you take something by force. The home systems of 
any race are usually heavily patrolled stiring up 
trouble within full view of these patrols will not earn 
you any friends. Conversely, keeping within these 
relative safe havens will give you some protection and asking passing 
ships or stations to assist may yield a positive response if your standing 
with them is good. 

You are strongly advised as a member ofTerraCorp to make extensive use 
of the simulators at your disposal to learn and fine tune the skills required 
for whatever path you choose to tread. Mines, drones, laser towers, even 
shields can all be used as successful offensive weapons if applied in the 
right way. 




X3: Reunion Users Manual 


Use your pilot log to make manual entries that you can refer to at a later date 
about your triumphs and near misses aiong with your on-ship recording 
system for future anaiysis. 

You can set one of your ship monitors to show your turret cockpit view, 
and with your turret laser set to attack all enemies, you will see the 
destruction trail behind you as you race across a sector to safety from your 
enemies. 

If you feel you need to improve your fighting skills and thus your ranks, 
but do not want to offend the locals, you might even improve your relations 
with them by taking on some local Pirates, Xenon or Khaak that are using 
their space to travel through. 

Though you can take on ships of your own class and 
even ships that are the next class above it, you will 
more than likely come off worse against larger ships, 
but it can be done if your fighting skills are high. An 
M5 will only have a few IMJ shields, and fitted with 
Impulse Ray Emitters, it will be able to take on other 
MS's and some M4's, but it will have difficulty with a M3 like an Argon Nova 
with three 2SMJ shields and Beta HETPS. Some brave pilots have reported 
such kills, but they may be telling tall tales. 

Attacking with a few ships will improve your chances when facing a much 
larger enemy, but Captains of large M2 destroyers will at first think you are 
playing a practical joke if you think you can take them on with an M6 ship. 
But if you persist in such silliness, they will laser the message across the 
debris of your ships at which point you will then understand. Destroyers 
can have 12 GJ shields, yes that is Giga Joule shields. So unless you have 
the kit to match theirs, don't even try. or your last memory will be watching 
the remains of your ships hull floating in space. 

Keep those laser banks charged, missile racks full, your wits about you and 
always one eye on the scanner. 

'/ don't want to know who started a fight but I know who ended it." Burnit! 





COMBAT GUIDE 

The well know author of the Survival in the Universe, Lo's Tsoul., has given 
permission for extracts from the book covering Ship Management, Fighting, 
Reputation and Big Ships to be used. The guide has been read by over 
107100 new pilots and is constantly updated with feedback from their 
experiences. 

ShipManagement 

Q: How do I repair the hull of my ship? 

A: If your ship is not going as fast as it would normally do, it may have hull 
damage. As this damage increases the slower the ship will become. You can 
go to a shipyard and trade with the station to get your hull repaired. 
Bigger ships have a greater hull density and will be more expensive to 
repair. 

Q: How do I pick upcargo from a ship I have destroyed? 

AiTarget the crate and when you get closer to it, open your cargo bays with 
the <0> key and fly to it. If your ship has too little cargo space or the cargo 
is of a greater size than your ship capacity, you may experience hull damage 
if your approach too fast. 

Q: Why can I not buy some ships? 

A; If you want certain ships and high-tech wares, your ability to buy them 
depends on your reputation with the race you want to buy them from and 
your fighting status will affect some bigger ship purchases. If you find 
you cannot buy a particular ship like an M2 class, then you do not have a 
high enough fighting rank to deserve one. 

Q: How do I change ships in space? 

H A:You have a few ways to do this, if you have the Goner 
Transporter, you can beam yourself over to the ship, or 
if docked at a station you can change ships from the 
station menu, or alternatively you can eject from your 
ship and enter the other ship the same way. 

To use the Transporter, target the ship you want you transport to, fly within 
5 km and press <i> to bring up the target ship's menu. Scroll down with the 
cursor keys. If you are in range then there will be two new items in the 
menu. Freight Beamer and Transporter Device. Selecting Freight Beamer 
brings up a screen that lets you select which cargo to exchange; selecting 
the Transporter Device will instantly transport you to the other ship. 
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Q: What is the "missile probability" that is set to S%. 

A: The missile probability is how often the ship will use it missies during 
combat. So for 5% of the time it will use a missile, If set to a higher number 
like S0%, it will use a lot of missiles duirng combat. 

Q:Howdoljumpmany ships to another sector? 

A: Use the command console to tell your other ships to follow you. The 
ships will need to be equipped with a Jump Drive and Energy and navigation 
software. Then use the command console on you ship to Jump. The other 
ships if properly equipped and providing they have enough energy for 
the jump will then jump with you. The amount of energy required for a 
ship to jump is based on the amount of sectors and the class of the ship, 
the bigger they are the more energy required per sector jumped. 

Q: How can i dock an M6 or bigger class ship? 

A; You can dock them at an Equipment Dock or a Shipyard for Destroyers, 
Carriers and TL class ships. Then press the <Esc> key once after the initial 
trade menu to view the equipment buying menu. 

Q: How do you load energy and other goods into MbClass&Oestroyer ships? 

A: There are couple of ways to do this, (a) Request one of your ships to 
drop their freight in space and then open your cargo bays to retrieve the 
freight, (b) Use the Goner Transporters to beam the freight over to your 
ship from a TS ship that you keep docked at a Power Station for this 
purpose, (c) Visit Terracorp Headquarters where you can purchase energy. 

Q: What are the recommended essential upgrades I should have. 

A: The Goner Temple sells the top three upgrades, which are a little 
expensive, but makes survival in the universe much easier. The Jump Drive, 
allows you to travel quickly to distant sectors to protect your assets or 
hunt down enemies,TheTransporter device, for beaming yourself or goods 
between ships, and finally Salvage Insurance, in case your luck has not 
been so good. 

Q: My kills have produced more crates in space than I can put in my cargo 
bay? 

A; You can instruct your ships to collect wares In this sector, the ship will 
have to have the Special Command Software Mkl upgrade installed and 
have the capacity to load S/M/L classed crates. 

Q: Some of my ships have damaged hulls, but they have not been fighting. 

A; Three type of nebula have been defined in the chorographers of the X 
Universe HEN (Hull Eating Nebula), SEN (Shield Eating Nebula) and SON 
(Sensor Obscuring Nebula) . The SON will do no damage to your ships, but 



severely reduces the effectiveness of your Gravidar.The SEN will damage 
your shields and reduce them almost to zero, so It is not good to pick a 
fight while in one. The HEN does the most damage to the hulls of ships, 
and if your ships keep flying through them, they will have their hull reduced 
to nothing and eventually will be destroyed. 

Q; How do I command my ships to patrol a given area of space or multiple 
sectors? 

A: To set the area, select the patrol command, when the universe map is 
shown, choose your sector, then select the sector, move the cursor using 
the numeric keypad to your first waypoint. Rinse, repeat the process for 3 
three more positions, thus marking all four waypoints. You will then hear 
the "Command Accepted" when you have done the above correctly. 

Alternatively if there are no dangerous nebula in the sector, you can just 
set your patrolling ship to "Attack all enemies" Make sure you adjust the 
Friend/Foe settings to make them attack only ships you want them to, and 
remember to turn "Show as enemy if enemy to me" off. 

For Multi sector Patrols, go to the ship's command menu. Scroll down to 
the Commands section and press the <Enter> Key. Select the option to 
"Add sector to Patrol LIst'IYou can only add 1 sector per "Add sector to Patrol 
Listl it will exit out to the command screen and the additional ship 
commands will still show none, this is normal. Just keep adding them until 
all the ones you want are entered, adding the same sector twice clears it 
out of the list. Then select the "Multi-Sector Patrol" command. 

Q: How do I rotate the camera around the ship while flying? 

A; Press F2 key for the external camera, and then use the numeric arrows to 
rotate it. If you press the <0> key you can toggle the view between the 
front and rear of the ship. 

Q: How do I deploy Squash Mines? 

A; Eject it from the cargo bay. Target it and press <l> to bring up the info 
screen of the Laser tower. Select the Command menu and set the Friend/ 
Foe settings. It will attack any foe that comes into range. 

Q: Howdo I use Fighting Drones? 

A: Go to your Freight menu <F> key, highlight your drones and with the 
<right arrow> key select the number you want to use and press <Enter> 
eject them. Go to your sector menu, select a drone. Command Console, 
Broadcast to all my ships in the sector. Broadcast Sector, Fighter Drones, 
and select command ''Protect me", "Attack all enemies" "Attack..." or 
"Protect..." Or use the <Shift+8> keys to command the drones to Attack 
targets or the <Shift+9> keys to command them to protect you. 
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FIGHTING 

Q: Is increasing my fighting rank just about fighting? 

A: Yes and no. It is, in the fact that the more kills you make, 
the more your rank Increases, but also the bigger your 
opponent the bigger the rank increase. If you kill enemies 
not just in their own territories but also in the space of 
other friendly races and you have a police license, your fighting and your 
race ranks will increase. 



Q: How do I use strafe drive? 

A: The strafe drive is standard equipment for all ships, and is very effective 
in combat to avoid incoming fire. The direction of the strafe is controlled 
by the <W,A,S,D> keys. 

Q: How do I use hotkeys to send rapid orders? 

A: In addition to using the broadcast command console, there are two 
commands that can be sent directly to all wingmen using keyboard 
shortcuts. <Shift-6> Attack my target <Shlft-7> • Protect me. 

Q: Howdo I set-up turretstofireautomatkally on enemies? 

A; Buy the combat software from an Equipment Dock. Then press <Shift+C> 
to call up the Command Console of the ship select 'combat', 'Command all 
turrets; and assign the commands 'Attack my target', 'Fire on all enemies; 
'Defend ship’ and ‘Missile Defence! Alternatively select each of the turrets 
for individual configurations 

Q: How do I set-up Wingmen? 

A:To make a particular ship a wingman.go into the ships details Command 
Console and further down are three wingman settings, 'Wingman: Yes/No; 
'Missile Fire probability: X%' and 'Formation; X' By setting this to 'yes' the 
ship will show a (W| in your sector listing. 

The <Shifl+7> key makes wingmen go in to formation or Attack target. 
The <Shift-t6> key makes 'Protect you'. You can also use sector or carrier 
wide commands by selecting one and ordering 'All Wingman Attack..." 

Wingmen should also be equipped with Jump drives and energy, because 
if you jump to another sector they will then follow you, but if they do not 
have a JD they will have to travel across all the sectors individually to reach 
you. 


Q: If I am under anack how can I get some help? 

A: If you have a good reputation with the local race, you can comm 




Destroyers, Carriers or Stations that are within 8km and tell them you are 
under attack, and they will send assistance. 


Q; How do I capture ships? 

A: When you are in combat with a ship and it is shown red on your target, 
the pilot may sometimes surrender and eject from his ship. When they 
eject the ship will no longer be shown red on your target and you will 
have an opportunity to claim that ship as yours. 

Those who try to increase their wealth quickly by hunting down Pirates, 
Xenon or Khaak with the aim of capturing those ships, will all have tales of 
their best techniques and methods to increase the yield of captures. The 
basic methods are: first remove your target’s shields with higher-grade 
weapons and then switching to lower power lasers to keep the shields 
down and inflict a small percentage of hull damage. Ion weapons though 
good for shields would destroy all on-board equipment, and reduce the 
value of the capture. 

You can also capture the pilots when they eject, however you will also 
need the Life Support system installed to keep them alive. You can then 
sell them as slaves to pirates, but be aware that slave trading is illegal with 
nearly all races. 

Q: Which turret commands should I use for defence? 

A: Missile Defence will prioritise missiles heading towards your ship and 
then the nearest ship. Protect Ship, will target the nearest ship or missile. 
Attack My Target - will only attack your target and Attack Enemies - will 
just attack the nearest enemy ship. 

Q: How do you remotely command other ships to foMowyou or protect you? 

A: To get a remote ship to follow you, you need to install Navigation 
software and install Fight software for it to protect you or to be able to 
Instruct It to attack. Go to you sector menu, select a drone, Command 
Console, Broadcast to all my ships in the sector. Broadcast Sector, Fighters, 
and select command "Protect merAttackall enemies’"Attack. . ."or"Protect. . 

Q: Where can I find out how many ships I have killed or captured? 

A: Pressing the <Shift P> keys will bring up your stats, use the <PgDn> to 
navigate down the list which includes all the classes of ships, stations and 
other things you have destroyed. 
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REPUTATION 

Q: Can I get rich as a Pirate? 

A: In a word yes, but at a high cost. You can run Illegal goods, like Space Fuel, 
Spaceweed, Slaves and Squash mines, while you carry out not so legal 
missions from dealers at Pirate stations and steal from innocent freighters. 
You may pay a heavy price with your reputation and ranking with many of 
the races you prey on or whose sectors you try to ferry illegal goods 
through, and also find yourself barred from docking at their stations or 
even hunted by them if they have cause. 

Q: How can I improve on my race ranks? 

A: You can get on their good side by proving your prowess by destroying. 
Pirates, Xenon or Khaak ships, and do race-specific or military missions, but 
most importantly, avoid collisions and fights with the races you want to 
improve your repuation with! Improving your race ranks will make it 
possible for you to buy Police Licences so you get paid for your kills. You 
will then have (L) after the race rankings in your pilot info, for each race 
you have bought a licence from. 

If you manage to upset a sector station, you can find a pirate station 
within three sectors of that station and look for a BBS message listing 
shady characters offering hacking services to change your status with that 
station. 

Q: I launched afleetattackon a race whose sector I wanted, will they try to 
take it back. 

A: Yes they will start to rebuild their stations in that sector and if any of 
your ships travel through any of their sectors, they will try and destroy 
them. You will also find they will no longer sell you any goods or buy from 
your stations. It will take you a long time to earn their trust again. 

Q: Why do my ships keep attacking ships from other races? 

A; Check the ships command console and race settings and change the 
Friend/Foe details making sure you have not left the ship setting "Show as 
enemy if enemy to me" If you have and you then make an enemy of a 
Paranid ship, the other ships with this setting will attack Paranid ships. 



Big Investments 

Your first Carrier or Destroyer Is going to be one of your biggest investments. 
To get one you will have to be very wealthy, have reached a high enough 
fighting rank and be on good enough terms with the race you are buying 
it from. An Ml Carrier costs more than just it's purchase price, you will have 
to buy all the upgrades and equipment, tweive high-grade Giga-Joule 
shields, a full set of laser cannons and missiles. 

With a destroyer costing around eighty million credits, you can add another 
fifty percent of that purchase price to the cost of fully kitting it out. So 
make sure you are wealthy enough to bare the full cost, as there is nothing 
worse than seeing a slow toothless destroyer limping across a sector. 
Remember that due to the size and density of the hulls of these great 
ships a couple of percent damage to their hulls will cost you as much as 
you would spend on a new M3 class ship, but that should be small change 
to some one as wealthy as you. 

B When you fly one of these giants, other ships do 
look like insects, despite the fact that they scratch 
your hull and make a mess of your bridge view. If 
you plugh through samller craft with your destroyer, 
the cost to your rankings will be badly affected. 
When you jump into a sector, it is suggested that 
you rise high above the main insect lanes. 

Plan ahead; the universe does not carry enough big guns and shield stocks 
for when a big player like you arrives. So set-up some factories early on in 
your empire building, which will serve as stock complexes and stores for 
your fleet of big ships. Likewise your pit stops between little disagreements 
with some of the races should be stocked with ships carrying equipment, 
weapon spares and energy, which can be beamed onboard your Carrier or 
Destroyer using your Goner Transporter, 

If you have been very busy empire building and carrying out assassination 
missions for dirty money, you may be rich enough for a fleet of M2 class 
ships. You will need them to patrol your prized sectors and be ready to 
respond to invasions and acts of heroism by others trying to gain the 
prizes from glorious battles. 

‘Dream the impossible dream, Fight the unbeatable foe, Strive with your 
last ounce of courage To reach the unreachable star."- Unk'Nown 
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UPGRADES AND EQUIPMENT 

There are many items that can be acquired to enhance your fleet and 
defend your property. Many of these come in different configurations of 
the same type. For instance there are various levels of each laser weapon 
type increasing in destructive power with the associated cost and energy 
drain. 

Be aware that some technologies are only available from certain areas of 
space or indeed certain races and you may need to search hard to find the 
most coveted upgrades. Also remember that you can only dock with races 
where your standing with them allows it. Being an enemy of a race is not 
a good thing to do if you need equipment that only they can supply. 

Advanced Satellite 

This satellite is the next generation of advanced communications. This 
satellite shows borders of nebula on sector maps and has a larger scanning 
range than the original model. This Satellite still has the old features that 
allow for navigation and information relay transfer. 

Best Buys Locator 

The best buys locator can help you find the location in your current system 
where you can buy each available product for the lowest price. Very helpful 
for advanced traders! 

Bestselling Price Locator 

This Upgrade can help you find the location inside your current sector 
where you can sell each of your trading items for the highest price. Very 
usefully for advanced traders! 

Boost Extension 

This boost extension allows your ship to accelerate at three times its 
normal acceleration. This extension is essential in some combat situations. 

Camera Drone 

New on the public market, developed by the Argon military to receive 
accurate taaical information about its neighbours. The Camera Drone has 
been updated over the last decade to incorporate the newest in video 
capture technology feeding live information to the person who remotely 
controls the device. Today the device is used to survey new sectors and 
planets, as well as spying on neighbours and monitoring enemy activities. 


Camouflage Device 

This is a specialised device originally developed for spy missions by the 
Paranid, the technology behind the device is unknown. It renders the ship 
invisible on the Gravidar and sight. Because of its dangerous nature it is 
now considered highly illegal in most sectors as there are fears that if the 
device falls into either Pirate or Xenon hands, any of the sentient races 
would be at risk of attack. Although there are rumours that each of the 
races military has a covert operations squadron equipped with these 
devices. 

Cargo bay extension 

Your cargo bay will be extended by a certain amount of cargo units using 
sub space compression technology. This extension will be more expensive 
every time you use it because of the increasing complexity of the used 
technology. 

Cargo Life Support System 

This life support system allows you to transport living creatures, passengers 
and even slaves via your cargo bay. 

Crate 

Crates are the universal method of transporting cargo. They come in many 
shapes and sizes, but all protect against the vacuum of space. 

Data Storage Device 

This is a data storage device. It can store audio and video data. 

Docking computer 

This device enables ships to lock on to and decode a space station's 
guidance beacon. The beacon transmits signals to the ship's docking 
computer to adjust speed and direction needed to aid in the automatic 
docking process. 

Duplex Scanner 

Research and development of the Gravidar technology has resulted in the 
Duplex Scanner, which increases the scanners range by a factor of 2. This 
enables targets to be acquired at a much greater range. 

Ecliptic Projector 

The Ecliptic Projector helps the pilot navigate inside systems. It projects 
the ecliptic plane in to the pilot's view; this assists pilots in orientation and 
Gate locations. 
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Engine Tuning 

A team of highly trained specialists use advanced equipment in this 
complicated procedure which will optimise your engine, resulting in 
increased speed ofyour ship. - 

Fight Command Software 

This is a software extension for any ship board computer and includes a 
laser targeting support system. New commands are added to the shipboard 
computer’s command console. 

Freight scanner 

Pilots whose spaceships are equipped with a freight scanner can see exactly 
what is inside other ships they scan. Often times this scanner is abused by 
pirates before they attack and rob peaceful pilots. 

Jumpdrive 

The jump drive is a new development. This ultimate upgrade allows your 
ship to jump to distant sectors immediately. It requires additional energy 
containers for every sector it has to cross. The amount used per sector 
depends on the size of your ship. 

Mineral Scanner 

The mineral scanner is an important add-on for every pilot who plans to 
exploit asteroids for mining. Mounted to a spaceship it adds valuable 
information to the scan results of Asteroids. 

Mobile Drilling System 

The Mobile Drilling System accelerates and emits small fast rotating helical 
particles which drill into rock and use supersonic resonance to break up 
the rock. Its effectiveness against other materials is very low. 

Motion Analysis Relay System 

Known as the MARS device this piece of technology allows the autopilot 
to target and lock on to moving targets. The movements of the target are 
computed and relayed to the autopilot, which then matches speed and 
direction of the target. Very important for combat situations. 

Navigation Relay Satellite 

These satellites transmit all navigational data of the system they are 
installed in to your ship computer to allow your universe map to display 
online information of all ships and stations. Installing such a satellite is 
mandatory to control distant systems remotely. 


Navigation Command Software 

This is a software extension for any shipboard computer. New commands 
are added to the shipboard computer's command console. 


Navigational Beacon 

Hazard Warning Beacons are placed by civilian militias to mark out the 
trade routes in dangerous sectors, they emit pulses of light that show the 
trade lanes between gates and stations. By flying close to these beacons 
you can be assured of afe flight, although pirates sometimes use these 
trade routes as target practice. 

Ore Collector 

After Ore has been broken up by a mobile drilling system, the smaller rocks 
can be brought into the cargo bay using this new device. It works by 
targeting the smaller rocks with a low powered gravity beam, bringing the 
ore into the bay ready to be sold. 

Police license 

After buying this license pilots are accepted as police by all space stations 
and factories in the given Races' territory. They are automatically paid for 
the elimination of outlawed ships. You will need to have a good reputation 
with races before they will trust you enough to allow you to purchase a 
police licence. 

Rudder Optimisation 

Specialists in rudder control, will hand optimise your ship’s manoeuvring 
engine to make it easier to control. Allowing for complicated manoeuvres 
and advanced tactics. 

Salvage Insurance 

Salvage Insurance allows a recoverable programme to be put into operation 
that will enable the pilot to retrieve vital data and credits they have amassed 
so far. This insurance policy is well worth taking out at the start of each 
trading mission or journey as it protects a ship and its pilot from the loss 
of all endeavours, enterprise, and knowledge they have gained. 

Singularity Engine Time Accelerator 

This product is based on the phenomenon of time and space anomaly 
observed in the presence of singularity. The SETA is an attachment to the 
ship's normal operational engine, which can, when activated, compress 
time up to ten fold. Due to the constrains of the space warp it is not 
possible to alter one's course and velocity due to time compression and 
the device wiil be deactivated as soon as any interference to the ship’s 
controls are deteaed. The invention was cleariy made to shorten travel 
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across vast distances. No known side effects exist but they cannot be ruled 
out. 

Spacefly Collector 

Although illegal, Spacefly collecting has become the a highly paid job in 
the universe. These small creatures are captured by a high resonance wave 
of the device, attracting them inside hold of a ship.These spaceflles are 
then sold to anyone who will take them, automatically making a profit. 
This activity is illegal but within pirate communities it has become a way 
of life. 

SpaceSuit 

Space suit keeps the wearer warm, shielded from radiation and offers 
some manoeuvrability, but gives little protection against laser weapons. 

Special Command Software 

The commands allow ships to pick up cargo floating in space, usually after 
a ship has been destroyed. It Is also invaluable for mining. 

Strafe Drive Extension 

This extension allows a ship to steer sidewise without turning, making 
some advanced steering manoeuvres possible. 

Trading system extension 

Using the trading system extension a pilot can request detailed price 
Information for all goods without actually docking to a factory or space 
station. This can be very useful for frequent traders. 

TradeCommand Software 

Trade software MK1 allows your ships to buy and Trade software MK2 
allows for the selling of goods. 

Transporter Device 

The transporter device is a development based on the remains of the 
jump drive first introduced with the Xperimental ship and reverse 
engineered by the best scientists of all races. Using this device you can get 
from one ship into another ship within a range of 5km without using your 
spacesuit. 

Triplex Scanner 

The Triplex scanner increases the Gravidar scanner range by a factor of 3. 
The technology used detects greater variations in the gravitational 
anomalies that are generated by stations. This information is then 
processed and fed directly to both the sector map and the Gravidar display. 
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Video EnhancementGoggles 

Invented by the Argon during the Boron Campaign it gave their fighter 
pilots an advantage which enabled them to spot fighter crafts from long 
distances. Since then the product has been adapted by the commercial 
sector and is now widely available. 

"Any sufficiently advanced technology is indistinguishable from magic." - 
Arthur C Clarke 


WEAPONS 


U'tl trtuilfPlHliitl; 


Weapons are 
divided into types. 
Each type has a 
version, indicating 

the strength of that 

weapon. Most weapon types have several variants: Alpha, Beta and Gamma. 
The Alpha costs the least, has the fastest fire rate and uses the least energy, 
but does the least damage. The Gamma variant is the most expensive, slow 
firing and energy draining, but does the most damage. Unsurprisingly, the 
Beta variant is somewhere between the two. 


Fighter Drone 

A fighting drone can be launched against an enemy ship and attacks the 
target autonomously. 

Flak Artillery Array 

The Flak Artillery Array is a new weapon that fires bursts of energy into 
space, acting as a defence barrier that stops most missiles and light fighter- 
ships, (They are available in Alpha, Beta and Gamma versions for all the 
different ship classes). 

High Energy Plasma Throwers 

The radiation is so dangerous from these that the weapon had to go 
through manyjazuras of research and development until it could be placed 
on the market. This was worked around by adding a radiation sink into the 
weapons main design. Purging the weapon of all excess radiation between 
shots, (They are available in Alpha, Beta and Gamma versions for all the 
different ship classes). 

Impulse Ray Emitters 

The Impulse Ray Emitter is one of the oldest energy based weapons around. 
They do not require much power to fire, and they usually have quite a 
rapid fire rate. No one actually knows when the weapon was first developed. 
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Ion Disrupter 


This weapon is unlike any weapon encountered. It was developed by 
Boron Scientists, this weapon fires a steady stream of ion particles in the 
direction of a ship. Then the stream is ignited resulting in a lightning effect 
that affects ship systems and shields, while leaving the hull relatively 
untouched. Although this weapon is new, it has undergone extensive 
testing to make sure it keeps up to Boron standards. 

Kyon Emitter 

This weapon Is of Khaak Origin. It generates and emits Kyon particles that 
line up in a straight line. How these particles are generated is not currently 
known. This is most commonly found on Khaak ships. (They are available 
In Alpha, Beta and Gamma versions for all the different ship classes) 

Laser Tower 

A defence installation typically found around stations or factories to help 
them against Invaders. 

Laser Tower Weapon 

This is the primary high-energy plasma beam that is used on Laser towers. 
Its main energy systems makes this weapon Incompatible with large ships 
for the time being, although scientists are trying to find a way to remedy 
this situation. Argon scientists first developed this weapon by accident 
when using a photon enhanced Gamma radiation, which created a beam 
laser. 

Mass Driver 

This weapon is unique in that it is the only type of non-energy based 
projectile weapon available. It consists of a rapid feed multi barrelled 
cannon, which is capable of delivering a large number of small projectiles 
to its target In a short period of time. It inflicts damage not due to the 
power of individual projectiles but because of the large numbers of 
projectiles delivered. Due to the unique nature of this weapon's ammunition 
it hasalmost no effect on a ship's shields but Instead delivers heavy damage 
directly to the target's hull. It also causes very little power drain due to the 
fact that its ammunition supplies all energy requirements. Currently the 
weapon can only be fitted to Argon and split ships, as they are the only 
ships that can accommodate the ammunition feed system. The true power 
of this weapon comes from its ammunition. 

Mass Driver Ammunition 

This Is special ammunition for use in the Mass Driver. Each projectile is a 
self contained unit consisting of the projectile itself and a small armour 
piercing shell which is then encased in a unique crystalline matrix, allowing 



the shells to pass through ship shields unhindered, by producing a tiny 
spatial distortion using the shields own energy. Each pack contains 200 
rounds. 


Particle Accelerator Cannons 

The first of its class were developed by the Paranid and Argon. The Particles 
are accelerated to a speed faster than nearly all currently known spacecraft. 
They have been around since the Xenon conflict. (They are available in 
Alpha, Beta and Gamma versions for all the different ship classes). 


Phased Shockwave Generator 

This weapon was developed in conjunction between the Teladi and Paranid. 
It works by sending out a phased package, which reacts and expands, 
creating a shockwave of phased energy. This weapon has many uses, many 
of which can be quite useful, one is missile defence. (They are available in 
Alpha, Beta and Gamma versions for all the different ship classes). 


Photon Pulse Cannon 

First developed by Professor Jo Bydnah of the Argon, the Photon Pulse 
Cannon became a favourite of the argon Military, who then sold the original 
designs to the other races. This type of weapon is extremely powerful, and 
can only be fitted on large capital craft. It works by sending highly charged 
photon radiation through a series of coils, that multiplies the charge, 
creating a very deadly pulse of radiation. (They are available in Alpha, Beta 
and Gamma versions for all the different ship classes). 

Pulsed Beam Emitter 

The Alpha Pulsed Beam Emitter is a high-tech weapon that uses directed 
beams of rapidly fired enhanced energy to produce a weapon of 
devastating firepower. 

Aurora Missile 

The Aurora is classed as a Synaptic Detonator missile, a new and 
revolutionary technology allowing the pilot to choose when to detonate 
his missile. The pilot first fires the missile and then uses the fire missile 
trigger again to detonate the missile before the onboard timer expires. 

Baluga missile 

The Baluga class missile is a strong space weapon developed by Earth 
Space Fleet after the great Terraformer wars. 

Blizzard Missile 

The Blizzard Missile offers combatants the ability to effectively deal with 
multiple targets with the use of one missile. While not as powerful as a 
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one-shot direct unit, the missile will split Into several Independent 
components that will track separate enemies using your ship-computer's 
friend or foe signatures. 

CydoneMisslle 

Similar to the Blizzard, the Cyclone Missile offers the same ability to deal 
with multiple targets with one armament. Again not as powerful as a one- 
shot direct unit, but the missile will split Into several smaller units that will 
engage via image recognition, track and to lock down confirmed enemies 
in the field of engagement. 

DisruptorMissile 

The disrupter missile is an invention of the pirate faction; The Yaki.The 
missile uses enhanced Ion particles to disrupt the electronics and engines 
of the vessel it hits, leaving the hull and other systems intact. 

Dragonfly Missile 

Before developing the Firefly missile, the Argon Military refitted the 
Dragonfly missile with dumbfire protocols to greatly reduce the cost of 
manufacturing. The dumbfire Dragonfly replaces the now obsolete original. 
It continues in service to this day. 

Firefly Missile 

With combat increasingly being fought at ever-closer range. Argon Military 
specialists turned to the development of a more straightforward 
technology that did not require the advanced guidance systems of other 
missile units. The result was the Firefly Missile, a small, extremely fast 
projectile. With a high exit velocity and single trajectory, It is a one shot one 
chance armament. 

Firestorm Torpedo 

One of the slowest and most powerful projectile weapons in the current 
batch of armaments used. The Firestorm Torpedo has devastating 
destructive force at the expense of speed and manoeuvrability. While 
remarkably easy to shoot down, if successful, this weapon can yield great 
damage to a station, and in volume, even destroy It. Its success against 
large combat craft can be equally devastating when employed on close 
range. 

Hornet Missile 

The Hornet Class Missile is the most powerful weapon known today. The 
gigantic resources needed to produce this monster also make it extremely 
expensive. The missile works by setting off a small nuclear charge causing 
a reaction between three differing elements that are then combined on 
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impact to create a large explosion powerful enough to disrupt even the 
largest shields. The hornet is, on the other side, the slowest of the known 
missiles, and is best used against immobile or slow moving targets. 


Hurricane Missile 

After some concern that this armament would be nothing more than a 
continuation of the SQUASH Mine's unethical usage, the Hurricane Missile 
firmly routed itself in military circles as being the weapon-of-choice when 
dealing with large numbers of small targets. Perfect for both Kha'ak cluster 
engagements as well as Pirate raid units. 

KhaakStlng, Needle and Thorn missiles 

These are fast missiles that will explode near the target ship. They have 
deadly power against all light fighter ships. They are mostly found in 
Khaak Scouts. 

Mosquito Missile 

The Mosquito Missile is the most commonly used light missile during 
fighting. The main purpose of this weapon is 'missile defence' for crafts 
without a rear gun turret. Excellent for destroying war drones. Because of 
this, most ships can use this missile. 

Remote Guided Warhead 

The Remote Guided Warhead Is designed to be part missile and part drone. 
It is fired normally however the pilot can take remote control to position 
the missile into an accurate firing line. 

Silkworm Missile 

The Silkworm Missile combines quantum technology with a warhead able 
to destroy even heavily protected targets. This missile will be typically 
used for attacks on large fighters or transports. 

Tempest Missile 

Dependent on the ship computer of the vessel it was launched by, the 
Tempest Missile scans for enemy targets and establishes priority of attack. 
In doing so, if the primary target is lost, it wiil immediately lock down the 
secondary, and so on, until it either runs out of fuel, or makes contact. 

Thunderbolt Missile 

The Thunderbolt Heatseeker Missile uses inbuilt guidance systems to lock 
on to heat signatures on both visible and infra-red spectrums. Doing so 
allows it to track targets in areas where doing so would otherwise be 
impossible. Classically used when engaging multiple targets at a distance, 
though pilots have since found other more ingenious uses for them. 
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Tornado Missile 

The Tornado Missile improves on the one-shot one-chance performance 
of the Firefly by overpowering the target with a swarm of missiles. Using 
an array of armaments, the Tornado is launched either simultaneously, or 
in swift succession, allowing the pilot to strafe the target and fire a battery 
of attacks. 

Typhoon Missile 

Holding more accuracy than the Firefly, the Typhoon Missile again allows 
multiple armaments to be launched at the same target, however with the 
addition of Image Recognition tracking, the possibility of success has been 
raised substantially. Again launching simultaneously or in succession, the 
pilot has the option to fire when not directly aiming at the target. 

WaspMissile 

The Wasp Missile was remodelled for use against the Kha'ak and was the 
prototype for the Swarm Image Recognition tracker. Launching missiles 
simultaneously or in succession, the pilot has the option to fire when not 
directly aiming at the target. 

Repair Laser 

This weapon is installed on repair drones to assist in the welding of new 
Teladianium Panelling to stations if they need to be repaired. 

Shields 

Shields are vital for survival in 
space. They protect the ship from 
small impaaing objects like mini 
asteroids and during fighting. 
Their one weakness is that they 
do not Inhibit electrical currents. 
Their inability to inhibit currents 
makes them susceptible to ion 
disrupters. Shields are an energy 
field, and MJ are the units for 
quantifying their performance. 
Shields project a field strength of 
X MJ - they don't "absorb" X MJ of 
energy. 

They are available in 1 MJ Shield, typically used by Small fighters and scout 
ships. S MJ Shields are used by some fighters, transporters and passenger 
ships and these ships are sometimes alternatively equipped with much 
more powerful 25 MJ Shields. 1 GJ shields (1 GJ = 1000MJ) are used by 
destroyers, battleships, carriers and heavy Transporter ships. The 10 GJ 
Shield is the most powerful protection known. Typically used onboard 
large installations and carriers. 




SQUASH Mine 

A very destructive mine. Typically used to protect important strategic 
locations. Beware: This mine does not have friend, foe recognition! 

TRACKER 

The TRACKER mine is developed for short range blockades. Once triggered 
it flys towards its victim. The only way to survive a TRACKER mine is to 
outrun the mine long enough to trigger its self-destruction. 

'Most people would sooner die than think; in fact, they do so" - Bertrand 
Russell(1872-1970) 

WARES & COMMODITIES 

Argnubeef 

Argnu originally roamed wild over the lower foothills of the Argon 
mountain ranges. Argnu meat, when processed for off planet export is 
sold in half tonne pressed blocks known as Cahoona meatsteaks. 

Artefacts 

Relics of ancient civilisations can be found all over the universe. These 
artefacts vary in size and shape, but most were built with sophisticated 
advanced technology. The origins of these artefacts is still unclear and 
Argon and Boron archaeologists are working to decipher their purpose. 

Artificial Fertilizer 

In recent jazuras the Argon Agriculture Council has decided that it is unsafe 
to use Fertilizer from the Argnu Cattle. This artificial fertiliser created by the 
AAC contains all the essential elements that plants need for growth, but 
eliminates the ones that are harmful to other life-forms. 

Biological Micro-Organisms 

These micro-organisms are used by the Boron to create new and advanced 
pharmaceuticals. Using their advanced genetic techniques, the Boron have 
discovered many cures to previously incurable diseases. The regulation of 
these micro-organisms is now controlled in most sectors by the Boron 
Medical Council. The Boron actively search out new species and have 
discovered varieties that are used to manufacture fertilizer and to treat 
radioactive waste. 

BoFu 

BoFu meals are known to be very nutritious and healthy. The Boron love 
them and it is said that their pilots can live on just a nugget of BoFu for 
almost a wozura. BoFu is grown in special BoFu Chemical Labs from 
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Plankton and other secret Ingredients. Even though the Boron are famous 
for their delicious Stott spices among other races, the taste of BoFu is no 
joy to anybody but them. 

BoGas 

BoGas. The unusual natural resources found within the planet Boron mean 
that the planet is really a huge chemical factory. From these many chemicals 
the Boron manufacture a unique gas that is used throughout the universe 
as the ultimate painkiller and anaesthetic. After the Boron government 
stopped any commercial use of the natural resources of its planet Boron 
gas is now artificially reproduced in Bio Gas Factories throughout the 
Boron Kingdom. 

Cartography Chips 

Designed and produced by the military, these cartography chips contain 
important information on individual sectors or the universe as a whole. 
They detail the positions of all known military facilities and stellar 
phenomena. 

CheltsMeat 

Chelts are natural sea bound animals that once roamed the seas and 
oceans on the Split home planet that the Split killed for meat, oil and their 
skins which they processed to create a tough leather like material. However 
for many jazuras Chelts were over hunted and almost brought to extinction. 
Nowadays Chelts are grown in space Chelt Aquariums and are later sold to 
Split food factories. 

Cloth Rimes 

Argon cloth Is one of the most versatile items to be found throughout the 
X Universe. It is traded in great bolts of cloth known as Rimes. Produced by 
merging the stems of Delexian Wheat with various animal fat based oils it 
provides the raw materials for hard wearing, and durable clothing, such as 
work suits, and leisure clothing. The Argon also use this material for all 
kinds of packaging. Argon Cloth is also further proceeded into explosive 
materials and used in weapon manufacturing. 

Computer Components 

Computer Components are important resources for the production of all 
modern technology. From wrist watches to gigantic spaceships, everything 
is controlled by computers. 

Construction Equipment 

Modern construction equipment is designed to allow the construction of 
vast space stations safely and quickly. It is vital for the economic growth of 
all races. 
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Crystals 

Crystals are important for the production of various weapons. They are 
produced in Crystal fabs from Silicon wafers. 

Delexian Wheat 

Delexian wheat is grown on the plains of Argon. Argon settlers have taken 
this plant wherever they have colonised a planet, and nowadays even 
grow it on gigantic farms floating in space. It is a yellowish green plant 
that stands four to five feet tall. The top of the plant produces grain which, 
when threshed, produces a versatile flour like substance which forms the 
substance for all Argon foodstuff. 

EnergyCells 

Energy Cells are the unified energy storage used throughout the whole 
known universe. The unification of the energy storage specifications allows 
for interstellar trading with this most basic of all products. 

Engine Components 

Engine components are used in the manufacture and repair of spacecraft 
engines. The plasma drive is the most common engine system used in 
modern spacecraft. It makes use of high energy ionised plasma stream 
from a fusion core to propel the ship. These drives are very stable and 
simple in construction and need little maintenance. 

Entertainment Chips 

Entertainment chips contain films, books, or interactive entertainment. They 
are used all throughout the known universe. Many Boron titles, however, 
have been banned in Split sectors. 

Food Rations 

Small packs of food usually used in combat or refugee conditions. These 
packs of food contain freeze-dried Argnu beef, dried BoFu and water 
rations. Although not appetizing, these foods can mean the difference 
between life and starvation. 

Hand Weapons 

There are many different designs of hand weapons which allow for the 
physical capabilities of each race. They range from Knives and swords to 
sophisticated military guns and rifles. 

Hackerchips 

A new and expensive computer chip created by raider parties. These Hacker 
chips are designed as an adaptive hacking tool, automatically redirecting 
signals, creating viruses and generally making a hacker's life easier. They 
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are easily identifiable because they contain their own power source - a 
small fusion battery that powers the chip for a Jazura. 

Luxury Foodstuffs 

Many planets produce they own Luxury Foodstuffs that are coveted by 
connoisseurs all over the universe. They are packed into refrigerated boxes 
and shipped quickly to their destination. Because of the cost and short 
shelf-life these foodstuffs are usually only used at important functions. 

Majaglit 

Majaglit is made from the shell of the Maja snail and is a very precious 
material used by many races for creating jewellery, and ornamentation. 
Due to its precious nature it fetches high prices. The few space jewelleries 
capable of processing Majaglit are famous for high quality artworks. 

Maja Snails 

Maja snails are found in pools and rivers deep underground on the Paranid 
home planet. Their shells are very shiny and, when subjected to certain 
light sources, produce a myriad of different colours. In Space they are 
cultivated on Snail Ranches. 

Massom Powder 

Massom is a powdered form of Scruffin. It is a basic yellow powder produced 
by the Split from the Scruffin, a sweet potato like food. This powder is 
traded by other races that use it to mix and enhance their own foodstuff. 
It Is manufactured in Massom Mills found everywhere In the Spilt territory 
and sold in large, one tonne bulk containers. 

MeatsteakCahoonas 

Argon meatsteaks are traded throughout the universe. They provide a 
nutritious meat based food suitable for most types of races. Some races 
prefer to use Argon meatsteaks in conjunction with different Boron Spices. 
It is traded In blocks known as Cahoonas. 

Medical Equipment 

Medical equipment can be found all over the universe. This equipment 
can range from small medicinal bottles to life support systems and portable 
operating theatres. 

Microchips 

Microchips are manufactured from silicon wafers that are especially treated 
with various coatings to create the required conductivity. They are mainly 
used in the production process of computer components. 



Military Personnel 

The military always have to move personnel around at short notice. For 
this purpose they often employ freelance pilots. These passengers usually 
carry weapons and other goods and their destinations might be dangerous 

Mining Equipment 

Mining Equipment, produced by the Galactic Mining Authority, is used to 
repair or replace equipment on Asteroid Mines. The equipment ranges 
from the standard mining drill to advanced laser equipment. 

Narcotics 

Narcotics are used widely within the pirate community. These drugs alter 
the person's perceptions and brain functions. Unfortunately these effects 
cannot be controlled and the narcotics can usually result in unwanted 
side effects and in some cases death. 

Nividium 

Nividium is a rare mineral that is found in some larger asteroid fields 
located in the universe. Its use is limited, although It has been used as a 
superconductor. Nividium in its purest form is traded as a unique and 
valuable commodity. 

Nostrop Oil 

Nostrop or Teladian sun oil is the main Teladi food product. It is mixed with 
various spices and sold in different flavours. The Teladi produce and mix it 
in so called Sun oil refineries based on sun flowers. 

Ore 

Ore is the most common minerai throughout the whole known universe. 
It Is used in the production process of almost all technical goods. Ore is 
produced in Ore mines which are build around small asteroids. 

Passengers 

All races have access to commercial space craft, these ships can take large 
groups of passengers to space stations or to other planets or systems. 

Pirate Sidearms 

Unlike the military issue hand weapons, these Pirate side arms have been 
declared illegal by most races. They are popular amongst Pirates as they 
are very effect at short range and even minor wounds can be fatal. The 
favoured pirate sidearm is the rare IMB-42 Blaster which literally rips the 
molecular structure of a living organism apart. Transportation and owning 
these weapons is a capital offence in some sectors. 
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Plankton 

Boron plankton is found as a scum like suti^ace that floats on the surface 
of the chemical swamps on Planet Boron. It is produced naturally from 
certain chemical reactions that are found in the swamp mixing with the 
ammonia-based air. This scum Is collected and then treated with additives 
and other Boron minerals to produce a wide range of different, and 
nutritious spices. Since the Boron seas are now completely protected from 
any Industrial usage, Plankton Is mainly produced on huge Plankton Space 
Farms everywhere in the Boron Kingdom. 

QuantumTubes 

Quantum Tubes, also called Planck Tubes, are used inside the engines and 
controls of many of the larger transporter ships and destroyers.(||) The 
manufacture of PlanckTubes is both costly and complex making Quantum 
Tubes one of the most expensive trading goods. 

Radioactive Waste 

Radioactive waste is by-product of weapon production, especially the 
Hornet Missile. Until recently the only way to dispose off the waste was to 
dump it in disused silicon mines. The Boron have discovered a micro- 
organism in the sector Light Water that digests the harmful waste and 
excretes a inert material. How this useful radiation resistant organism 
evolved Is unknown, 

RastarOil 

Raster is an oil produced from the animal fat of the Chelt, a farmed sea 
bound animal on Split. This oil, once refined, is very fine and is used by 
most races to lubricate engines and other moving mechanical parts. It is 
refined in Raster Refineries and sold In large barrels known as Gretts. 

Scruffin Fruits 

Scruffin is a large type of edible vegetation similar to sweet potatoes. It is 
grown by Split farmers in large open fields, as well as on gigantic space 
installations called Scruffin Farms.(||) It is a versatile foodstuff that, when 
processed, provides a number of Split food types. Even though scruffin is 
traded inside and outside the Split territory it is mainly demanded by 
various Split food factories. 

Silicon Wafers 

Silicon is the main mineral resource that all modern technology goods are 
based on. It is usually found just below the surface of asteroids and mined 
in huge Silicon mines in space. 

Slaves 

Pilots who lost their freedom and are captured by pirates often end up 
being sold as slaves on illegal markets. 
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Spaceflies 

This creature is a small unintelligent space fly that lives in the vast emptiness 
of deep space. They are the size of a small bird and seem to be made out 
of delicate shinning gossamer that reacts to light and shimmers and shines 
in a multitude of colours. The Markus live in vast complex hives hollowed 
out of asteroids and perform a valuable function by collecting space junk 
and other debris, which they capture and take back to their asteroids to be 
used in the construction oftheir hives. They travel together in great swarms 
and communicate with a series of musical notes, similar to bird song, that 
echo inside space. Their beauty, and the beauty of their music, is famed 
throughout the X Universe and all intelligent space races delight in seeing 
them. Pilots will stop to watch a swarm fly past. Creatures working on the 
outside of ships and space stations have claimed that the Markus will fly 
near them and even perch on them, singing all the while. However 
throughout space sightings of The Markus Space Fly are becoming very 
rare. This is manly due to the actions of The Split, who capture and use the 
small space fly to power their spaceships. Currently the Foundation Guild 
are pressing for the Markus to be made a protected species and pressure 
is being put on the Split to change their system of powering their space 
ship engines. It is believed that, despite a universal ban on their capture or 
trading, some pirate’s still hunt and capture this creature in order to sell 
then to the Split. 

Spacefly Eggs 

The eggs of the Markus Spacefly are very rarely found. It is believed that 
they lay their eggs in hollow asteroids when conditions are correct. 
Unfortunately it has become popular to collect unhatched eggs as they 
are very decorative with colourful patterns. Trade in these items is illegal 
and any trader caught can expect a lengthy prison sentence. 

Space Fuel 

Argon Whisky is never traded openly by members of the Argon race. It is 
known as Space Fuel and is smuggled in containers known as Fuel Tanks 
as only few stations have a trading concession. A cheap imitation of this 
whisky, called space fuel, is produced in whisky producing plants, and 
smuggled into all other race sectors. 

Space weed 

Space weed can be smoked or ingested through the mouth. Because of its 
intoxicating effect, and the fact that it is supposedly habit forming, the 
governments of all races, with the exception of the Teladi, have outlawed 
this plant. It is suspected that the Teladi produce space weed in a factory 
they called the Bliss Place. 
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Soja Beans 

Soja beans grow naturally inside large caves found throughout the Paranid 
home planet- As they grow in the dark they are white in colour and retain 
a large amount of moisture. The Paranid farm them and gently squeeze 
out this moisture, which they then use as a source of water. The dry beans 
are then mashed, and processed to produce a type of basic foodstuff used 
as the base for many of the Paranid different food types. It is traded as Soja 
husk. The space installations growing these beans are also called Soy 
farms. 

Soja Husk 

Soja husk is the dried and processed form of the Soja bean. It is the 
number one food in the Paranid territory. It can be mixed with many 
different indigenous things to produce a wide variety of flavours. Soja 
husk are produced in space factories called Soyeries 

Stott Spices 

Stott Spices also known as Boron spices are highly regarded by all races in 
the known universe. They are used to mix with many different basic 
foodstuffs to provide tastier foods with more exotic flavouring and 
different flavours and tastes. They are traded in containers known as Stott 
Jagos. It is not known to outsiders how the chefs working inside Space 
Stott Mixeries archive those delicate products out of just Boron Plankton 
and only few other ingredients. 

Super Slave Chips 

Slave chips are a neural implant that Is used to allow pilots of spacecraft to 
have direct control over his or her ship. The Super Slave has better range 
using the same hub technology, improved perception, longer use and 
most importantly a built in fail safe device. 

Sunrise Flowers 

Teladi sunrise flowers are large plants with blue leaves and stems and 
large white flowers that originally grew in the vast open swamplands 
found on the Teladi home planet- Sunrise Flowers are grown on Flower 
Farms nowadays because of the superior light and gravity conditions in 
space. These flowers provide theTeladi with a number of different resources. 
The stems and leaves are used as vegetable matter and provide the Teladi 
with their basic foodstuff. The flower heads of these plants are gathered 
and pressed to produce a crude oil, which is used for cooking and for 
heating purposes. 

Swamp Plant 

The Teladi Swamp plant is a small moss like plant that when dried and 


processed acts like a narcotic known as space weed. Swamp Plants are 
grown on small space installations the Teladi call Dream farms. Swamp 
Plants are also used as the resource for Nostrop and other Teladlan food 
products. 


Teladianium 

Teladian mud is a very fine silty type of sediment found at the bottom of 
rivers and swamps on theTeladi planet. This mud when dried out becomes 
a hard mineral called Teladianium. This mineral later can be mixed with 
certain chemicals, processed and can even be added to synthetic plastics 
to create a tough flexible material stronger than hardened steel but much 
lighter. In space Teladianium is produced in chemical plants called 
Teladianium foundries. Teladianium is used throughout the X universe by 
many races in the construction of buildings and the interior structures of 
spaceships and space stations. 


Teladianium Panelling 

Teladianium panelling as produced in rolling mills at shipyards and when 
added to a ship's hull provides extra protection from space borne particles. 


Very Important Passengers 

A very special passenger with very special requirements for travelling. 
They usually have several security guards and travel with a large amount 
of luggage. 

Warheads 

Warheads are needed in the production process of missiles. Most technical 
details about the internal workings of warheads are kept secret. 

Water 

Water is transported in large gas free containers all over the universe.(||) 
Many sectors have few natural sources of water and have to transport 
their requirements for drinking and cleaning. In these sectors the water 
supply is the most important commodity. 

Weapon Interface Chips 

More commonly known as WICs, these weapon interface chips are used in 
large laser based weapons. They are an interface between the ships 
computer and weapon, designed to help regulate the energy flow and to 
prevent illegal modification. Weapons can not operate without these chips. 
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SHIP CLASSES 

Class: MO Battleship. It is not known if any of these ships remain after the 
Xenon war. 

Class: Ml Carriers are large ships with formidable shielding, point defences 
and a large capacity for carrying a number of different smaller ships within 
their hangars. Crewed by highly trained personnel and Captains chosen 
for their skill and aggression. Carriers rarely change their direction to avoid 
smaller ships. 

Class: M2 Destroyer/Cruiser. A large heavily armed attack ship usually with 
manyturreted laser banks, missiles and high speed. A formidable foe when 
alone but sometimes found escorting a Carrier class ship. M2's are used by 
some races for patrol and protection duties in both inner systems and 
may also be found in some outer, less secure places keeping the peace. 

Class: M3 Heavy Fighter. Normally only deployed by the military or the 
larger corporations these ships pack a powerful punch with impressive 
shielding, lasers and missile capability. An M3 is a deadly foe in any of its 
guises and deserves respect. 

Class: M4 Medium fighter. Medium shielding and weapons make most 
M4’s a good all-round choice for the trader or bounty hunter. Many stations 
also hold small fleets of M4's for defence. 

Class: M5 Scout Fast and very manoeuvrable, the MS's make up for their 
lack of shielding and offensive weapons with their agility and speed. Used 
as a patrol ship in many sectors and many system police ships favour 
them for their ability to catch would be smugglers. They also make an 
excellent ship for small passenger cargos. 

Class: M6 Corvette. A ship designed for the wealthy business mogul and 
used by some military for their special operations divisions. Reasonably 
fast with good cargo bays, multiple turreted lasers and the ability to hold 
a single Scout ship make them a very versatile and sought after platform 
for most professions, both legal and illegal. Due to their large size they lack 
any great manoeuvring ability. 

Class: TL Transport Large. These enormous ships are required to carry the 
factories and stations around the systems. They are mostly hired for a 
particular job and only the wealthiest can afford to maintain one for their 
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W own uses. Like the Carriers, Destroyers and Corvettes, the TL class ships use 
’ the relatively small docking clamps of stations and ships. They are required 
to dock at stations that have external docking facilities, like the shipyards. 

Class: TP Transport Personnel/Passenger These shuttlecraft can be found 
all over the Universe ferrying passengers from one place to another. Their 
development was necessary as the use of the cargo compression technique 
caused unexpected long-term physical damage. Hence the construction 
of all passenger transports without the internal compression system. 
Class: TS Transport ship. Designed solely for the hauling of large quantities 
of goods. Slow and un-wieldy these ships are the backbone of all space 
trading markets. Some recent additions have mounted laser turrets to 
defend against attack. 

GonerShip 

The Goner ship is the only ship known to be in use by the Goners. Due to 
the peaceful nature of the goners this ship holds no weaponry. The ship is 
quite fast and is also considered to be a good short-range freighter due to 
its cargo space. It is also capable of holding shields compatible with some 
M3 fighters. 

You will probably see this ship roaming the sectors spreading the word of 
the Goners and R.Gunne. 

Pirate Ship You will also encounter Pirate vessels of all types as the pirates 
use other races ships, modified for there own ends and the wealthy pirate 
groups even have their own ship designs. Pirate ships are based on normal 
race ships but tend to non-standard ship colours. 

Do not confuse pirates with smugglers they are a bit more clever, using 
normal race ships to conceal their activities. 

Xenon N The Xenon can still be found in the remotest systems in small 
numbers. 
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ability they have achieved The Argon preferred way is to wear the Trade 
insignia on the left arm and the Combat insignia on the right. Easy to 
remember as “Right for Fight“ you will find that certain jobs available at 
stations will only be available to pilots with the appropriate skill level. 


FIGHT, TRADE AND RACE RANKS 

There are various ranks that can be achieved by proving yourself both in 
combat and trading. There are also insignias that can be worn on your 
uniform to show your rank to your fellow combatants and traders. Although 
the various races have had and still have various disputes with one another, 
they all agree on one thing. Profit. This gave rise to the Foundation and 
Profit guilds of which all the races are a member of. 


Combat Ranks 

Trading Ranks 

X-TREME 

X'TREMe 

Hero 

Sw-Oalactic IVCOOM 

LeOENO 

WCOOH 

OVERUORO 

Super- Madnaje 

COHOUEROR 

Maonate 

Battlemaster 

MOOUL 

Crueaoer 

CaPitaust 

Warlord 

Master Inoustriaubt 

Vindicator 

Industrialist 

Warrior 

Manufacturer 

MlUTANT 

Master Ccomomist 

Master Chief 

Economist 

FtoHTER Chief 

Master Broker 

Speciaust 

Broker 

Instructor 

FINANCIER 

Professional 

PEm FtHAHClER 

Eaole Eve 

Wholesaler 

Sharpshooter 

Merchant 

Marksman 

Retailer 

Veteran 

Petty Retailer 

Hohter 

Entrepreneur 

Skilled 

Master Dealer 

Graduate 

Dealer 

Competent 

TRADER 

DSAINCE 

Apprentice Tracer 

Rookie 

Vendor 

Novice 

Petty Vendor 

Greenhorn 

Hawker 

Nuisance 

Profttecr 

Harmless 

JOURNETMAM 
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These Guilds meet on a regular basis and set minimum and maximum 
price thresholds on produas that all systems are required to adhere to. In 
the past, each race utilised its own different rating systems for its pilots 
and business moguls and one subject that was finally agreed upon by the 
Guilds was the adoption of a system similar to that of the Argon. 


It is illegal in all known space to advertise and actively supply jobs to a 
lower rank. The localised Guild representative rates each job before they 
go on view. It is also highly Illegal to wear the insignia or impersonate 
another pilots higher or lower rank. 

As you Increase your Fighting ranks you will be accepted for higher paying 
missions. Your trading rank will also affect the amount you are paid for 
trading missions. Additionaily as your rank increases you will be able to 
buy better equipment and ships. 

INHABITANTS OF THE X UNIVERSE 

Argon 

Today the Argon Federation is wealthy and encompasses a large number 
of very different types of planets. Some are deserts while others are ice 
wastes. The planet Argon Prime is heart of the Federation and is the residence 
of the government and all administration. 

Boron 

Throughout the X Universe the Borons are famous for their wisdom, wealth 
and for the sophistication of their space ships. These ships are a shimmering 
green colour with powerful engines that show a white light and are among 
the fastest and most manoeuvrable ships in the universe. They are also 
armed with very sophisticated weapons and defensive shields and, with 
the exception of the Argon, are the best spacecraft in the universe. 

Paranid 

Despite their many historic disagreements The Paranid are still allied to 
the Split and, through their membership of the Profit Guild, the Teladi, In 
addition to being members of the Profit Guild the Paranid allow all other 
races to trade openly throughout their sectors of space, however relations 
between the Paranid and the Argon are still very strained, and trade is the 
only contact the two races have with each other. 

Even to this day their strange rites and religious beliefs are a mystery to 
other races and it is virtualiy impossible to befriend or even understand 
them. 


Although there are many ranks available and some Insignia may cover 
more than one rank, the insignia adorned will show others what level of 




Split 

Even now the Split still control large areas that used to be territories 
owned by The Kingdom of Boron, They continue to use the rare Markus 
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space fly as a propulsive system and continue to successfully trade within 
the Profit Foundation. Whilst relationships between the Foundation Guild 
and The Profit Guild remain on the surface cordial, relationships between 
the Split and the other races are constantly degenerating and now border 
on the edge of war. 

Teladi 

Most of the races in the X Universe don't like the Teladi and refer to them 
as greedy and lazy. Sometimes they are even referred to as stupid, but that 
is only by races that have never traded with them.The Teladi drive some of 
the hardest bargains in the X Universe, and always come out of a situation 
with a profit. This is the reason why certain races have banned the Teladi 
from trading in their territories or sectors. 

Goner 

Goners have the "Book of Truth" and in their temple, they have "Beholders 
of the Truth" their leader at this moment is a Noah Gaffelt, an old man with 
a white beard. Just now, Norma Gardna, a female Beholder of the Truth 
who died on Argon Prime due to a sickness and was replaced by Lynda 
North. The "Book of Truth" contains lots of knowledge about earth. 

TheTerran Race 

Earth only built two jump gates, all the others where built by a mysterious 
species called "The Old Ones" 

In the year 2066 the Terrans of earth started sending Terraforming ships 
out in to the depths of space, which were later followed by self-repllcating 
machine versions. Though some years later the Terrans discontinued this 
practice, their attempts to cancel the Terraforming process failed and 
resulted in the Terraformers becoming sentient machines called the Xenon. 

Sometime later these planet-reforming machines returned to Earth and 
tried to destroy it. Nathan R. Gunne led the machines thought the Earth 
gate through to Brennan's Triumph in the X universe and destroyed the 
gate back to earth. 

The TerraCorp Company 
TerraCorp Headquarters 

This is the most important station belonging to the TerraCorp Company 
based in Home of Light. Parts ofthis facility are open to the public, although 
most of the station is closed to personnel only. These include research 
facilities and company offices. A range of technology can be found here, 
and some rare devices that are only offered by one particular race. Materials 
are often required and are bought by the TerraCorp Company for a fair 
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price. A small fleet of ships can usually be found nearby making the station 
highly guarded. The station also incorporates state of the art recreation 
and commerce facilities, including Hotels, Sport Domes, Cinemas and 
Restaurants. Most races are welcome here to trade. 

Xenon 

Today throughout the X Universe there is no contact between the Xenon 
and any other race. The Xenon are not allied to any trading organisation, 
or to either of the Guilds. The do not use the Credit, nor is it known what 
currency they use. They appear to have no interest in either the technology 
or the trade of any other race. 

Despite many attempts to discover it, the location of the Xenon home 
planet is still unknown, so Is the size of the territory that the Xenon control. 
Hence on most star maps possible Xenon sectors are indicated only by 
question marks. Not many ships dare venture into this territory and 
unfortunately those brave enough to do so have never returned. 

Xenon pilots are very aggressive, their only directive Is the policy - "If it 
moves shoot it'ITheir ships are fast, well protected and heavily armed, and 
their engines give off a distinctive blue after-glow. 

Khaak 

The Kha'ak are a hive race, in which individuals only exist to serve the hive, 
and will sacrifice themselves for that purpose. The Kha'ak are trying to 
destroy the universe with crystalline 'cluster' ships that can be grouped 
together. Kha'ak interceptor, scout, and fighter vessels can link up and 
break apart on demand to better engage the enemy. Despite their increasing 
presence in the universe, there Is still very little known about them; where 
they come from, how many of them there are, and what their intentions 
are. Their ships are unusual and appear similar to pyramids and other 
crystalline shapes. 

It is also interesting to observe how the Kha'ak act. If you have ever seen a 
flock of birds suddenly change direction! It Is an amazing sight, the Kha'ak 
fighters chasing down sector patrol ships, and once their target is destroyed, 
they turn as one swarm and take on their next victim. But as you will find 
out yourself, your view can change very quickly from distant amazement, 
to gut-wrenching horror, when you realize that you are their next chosen 
victim... the Kha'ak will kill everyone and destroy everything they come 
across; they do not take prisoners, they just want to erase all others. 
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